
• 32X • ULTRA 64 • NEO GEO • 3DO • JAGUAR • SNES • VIRTUAL BOY • GENESIS 


UjliijlULiijSiii j 


auflfrj 




UBIlBil JjJjb’J Jil- BUli'J-UPY 
JjJjlJJs IJI1J HBU-: 

^yjwuuj'j 
I'M iijyjur 
JJ£3BSj Hf 
J U JJj'Jj'J / 
ii£!/£j{JjJWj’J 
'Aim! JlfcUJ 
iyyjiij 
BBlIjiBJJSii 

jA'LZl'Jii VAUliUUJJB 
£!i!/J 2 

/aaJMUaiJ 3 
UJ\JiJ!J3 BJMJ'i'J 
BJ\UL!/ rJBJJf 

■juu 

LIIBJSj'Jj'JS’U yy£3r 

yjjyyuwi'j -j 
jjjyji)£ a i ayujjjj 
y^Uiin I 'lH-BH VfMu:; ‘yg 

7-j£j'jj'jjg 

i\iil2‘A rJUjJJJi'Ja JUi'JJUJ 


PlMSWOOCa o 8OT3cS 


LCUl^'-L'- UzLilL 

VOUJjS ] - IEJUUH 2 

m>£t wiim ALmu 











DAVE HALVERSON 
JAY PURYEAR 

NICK DES BARRES 
KELLY RICKARDS 
CASEY LOE 
DAVE HALVERSON 
MATT TAYLOR 
ANDREW COCKBURN 
DAN GRANETT 
AUDREY VINEYS 
JASON WEITZNER 
MIKE WAKAMATSU 

CAL CAVALIER 
ALICIA ESKEN 
JODY SELTZER 
JOE KOBERSTEIN 

NICK DES BARRES 
ANDREW COCKBURN 

TERRY WOLFINGER 
BRUCE STOCKERT 
GREG RAU 
TAKA 

ALAN POWERS 
ELAINE SCHINGS 


As 95 has come and gone and we look ahead to a shiny 
new year, it's amazing to see how far we've come in terms 
of gameplay, in such a short amount of time. The industry 
is switching gears rapidly. Talk in January '95 of 16-bit 
holding strong through '97 seems less conceivable now. 
especially on Sega's side of the fence. Genesis game 
development has all but halted and the much anticipated 
Nomad enjoyed a luke-warm response at best receiving 
limited marketing and no announcement of firm 3rd party 
support similar to that enjoyed by the Game Gear for so 
many years. 

Sony’s presence in the market has had a major impact 
and now. Nintendo has finally made their plans public. 
NOA believes that this Christmas 16-bit sales will occupy 
approximately 65% of the market with 32 taking a distant 
second at 20% and everything else filling the gap. This 
would be a good indication of why they chose April (or 
beyond) '96 as their launch date for the Ultra, if indeed 
these numbers ring true. I'm sure Sony and Sega have 
ideas of their own. It would seem that while | 
everyone else has been getting! r 
their feet wet, Nintendo has l«TLl*_ - 
$ V been planning their 9 "(A 


ultimate emergence, with intentions to bring with the Ultra 
64 a whole new batch of genre-defining titles as they did 
with the NES in '85. The NES, by the way, sold over 
150,000 units in '95. Nintendo will shift their focus 
to the Ultra 64 and Virtual Boy officially in January. 
while still supporting the SNES with more SGI-based ^ 
games, including the much-anticipated Mario RPG this 
March. There is however, already talk of a slight delay on 
the Ultra 64 attributed to the overwhelming response it 
received at the Shoshinkai show in November. Nintendo 
may only have time to manufacture enough consoles to fill 
Japan's high demand by April 21st, so don't be suprised if 
the Ultra launches at E3 and then surfaces between May 
and September, rather than April. In regards to the Virtual 
Boy, Nintendo is standing behind the product 100% as are 
we. This system's potential has yet to be seen. This, along 
with the forthcoming launch of the M2, and the recent 
launch of the Neo»Geo CO, should make '96 every bit as 
interesting and entertaining as '95... which was a whole 
lotta fun. 
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Ho# long can you jo witti- 
ou! sleep? Because if you even 
blink, Baron Dart's 


V v-- 


annihilate your world. And the 
human race is looking to you to reclaim 
the powerful Lightstar Crystal. Not to mention his death 

— squad of Skeleton Warriors" 

•>£ These guys don't have a forgiv- 
i in; bone in theit bodies, so 

with over 20 levels of gruesome 
^ “ j-D gamage, you may lose you 

mind in a sleepless hell. But 

if you're defeated, it's a sore bet you'll be sleeping with 
, -v V* the enemy. For eternity. 

v ; http://www.playmatestoys.com. 


■ ‘ 

Sr - v > 

J , \v» )* N 

' V 


SEGA SATURN 


Skeleton Warriors ' and associated trademarks and copyrights are owned by Landmark Entertainment Group and used under license. -1996 
Landmark Entertainment Group.’ All Rights Reserved. Sega and Sega Saturn are trademarks ot SEGAENTERPRISES, LTD. All Rights Reserved. 
Developed for Playmates Interactive Entertainment by Neversoft Entertainment. Neversoft Entertainment is a trademark of JCM Productions. 
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Sharpen your long swords 
for the ultimate high seas 
battle! In plundering two- 
player action, team up as 
Morgan and Shaw to uncover 
a treasure trove of priceless 
gems and gold bullion! Battle 
bloodthirsty pirates with 
knives, pistols and flaming 
torches! Chart your course 
through the treacherous 
locales, but think twice 
before you leave — a new 
world may await upon your 
return! And remember... 
dead men tell no tales on 
Cutthroat Island'"! 


BEHOLD THE 
TREASURE OF 
CUTTHROAT 
ISLAND"! 


THE STREETS ARE 
CRAWLING WITH 
BARBAROUS 
BUCCANEERS! 


Play for gold! Hidden among the many torrid 
levels of Cutthroat Island are five real treasure 
chests! Find them... if you dare! Then correctly 
answer three sweepstakes questions to be eligi- 
ble for the drawing, and you could sail away 
with one of a treasure trove of prizes! 


WATCH YOUR BACKS 
WITH COOPERATIVE 
TWO-PLAYER 
ACTION! 


BATTLE ATOP 
A RUNAWAY 
CARRIAGE! 


>K<laim 


No purchase necessary Void where prohibited. Sweepstakes ends 12/31/96. For official rules and alternate means ot entry details, write to: Cutthroat Island F 

'” & © 1995 Cutthroat Distribution Inc. All Rights Reserved. Oeveloped by Software Creations Cartridge Ltd. Nintendo. Super Nintendo Entertainment System i 
ol America Inc Sega, Genesis, and Game Gear are trademarks ol Sega Enterprises Ltd. All rights reserved. Acclaim is a division ol Acclaim Enlertammenl. Inc. 


i ol Nintendo ol America. Inc. © 1591 Nintendo 




Flicker- The inventor/hero in this demented 
and deranged adventure. Smart. Enthusiastic. 
Resourceful. Think MacGyver in tights. 


Rapumel-M quite the same long-haired 
maiden Irom your childhood. Buzz-cut. Walking 
time bomb. Advice? Keep your distance. 


Twef-The smarmy court jester. You know 
the type. Bitter, rude, cynical, ignored. Classic 
middle-child syndrome. Marsha Marsha Marsha! 


Sir George ICheech) - Referred to in English lit. 
as The Protagonist. Greedy SOB. Steer clear. 
Unless, of course, you're driving a Mack truck. 


And Cheech 




The pursuit of 
the crown in the 

King s Tournament will have you seeing 
stars all right. Blazing Dragons — a 
warped medieval adventure boasting 
a freakish mix of voice-over talents 
like Cheech Mann. Harry Shearer 
and Jessica Hahn — spills from the 
twisted mind of Monty Python Troupe 
member Terry Jones. And between 


J 


the wicked, kitty-hurling villains and 


brain-liquifying puzzles, your grip on 


reality (not to mention self -respect) 


will be seriously tested. 



As the evil dragon-morphing Sir George, Cheech Mann shows us there's 
indeed a cuddly, tunny side to vicious, criminally insane behavior. 



Bizarre cast ot over 40 characters. From syrupy-sweet critters to 
redneck hillbilly hunters. Like a twisted Brady/Manson family reunion. 



Highway Bingo & Nude Clue can't hold a candle to the awesome 
challenge posed by this adventure's tricky puzzles & brain-teasers. 



Over 50 scenes with Monty Python-esque sequences/sub-plots. 
Collect objects to engineer your way into the Princess'...um. heart. 


Available on Sega Saturn' and tbe PlayStation" game console. 


mm 
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I Call 1-800-771-3772 for game rating information. 


This official leal Is your assurance that this product meets the hi(hest quality standards ot Sega”' Buy games and accessories with this seal to be sure that they are compatible with the Sega Saturn'" System Sega 
ant Sega Saturn are trademarks ot Sega Enterprises, ltd. *11 rights reserved. Crystal Dynamics is a trademark ot Crystal Dynamics. Blaring Dragons is a trademark ot Terry tones and is used with permission, licensed by 
Nelvana Marketing Inc 01995 Crystal Dynamics. All rights reserved PlayStation and the PlayStation logos ate trademarks ot Sony Computer Entertainment Inc. Check out our cool web site http-Wwww ciystald com 
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READERS' TOP TEN 


1. Tekken - PS 

2. Wipeout - PS 

3. MK3- PS 

4. Panzer Dragoon ■ Saturn 

5. Doom - PS 

6. Vectorman - Genesis 

7. VF Remix -Saturn 

8. Toshinden - PS 

9. Yoshi’s Island -SNES 

10. Killer Instinct - SNES 



READERS' W>Sl WANTED 


1. Tekken 2 - PS 

2. Killer Instinct II - U64 

3. SF Alpha - PS/Saturn 

4. Toshinden2 - PS 

5. Ridge Racer Revolution - PS 

6. Final Fantasy VII - U64 

7. X-Men - Saturn 

8. Resident Evil - PS 

9. Super Mario RPG - SNES 

10. Darkstalkers - PS 



DEVELOPERS' 
TOP TEH 

This Months' Guest Developer 

Interplay's 

James Goddard 

Arcade Producer 

■■■■■ 


1. SF2 Turbo Hyper Fighting - Arcade 

2. Doom 1 & 2 - PC 

3. Yoshi’s Island -SNES 

4. Loaded - PS 

5. ChronoTrigger - SNES 


6. Dark Forces - PC 

7. Lords of Thunder - Turbo Duo 

8. Super Mario Kart - SNES 

9. Marvel Super Heroes - Arcade 

10. Smash TV -SNES 


1 . Super Mario 64 - U64 

2. Skeleton Warriors • Saturn 
tjjp 3. Darius Gaiden - Saturn 

4. Loaded -PS 

5k 5 - Guardian Heroes - Saturn 


7. Amok - Saturn 
jfl 8. Super Mario RPG - SFC 
™ 9. Vampire Hunter - Saturn 

10. Sega Rally -Saturn 

1. Super Mario 64 -U64 

_ L 6. SF Alpha - PS/Saturn 

5^ 2. Vampire Hunter - Saturn 

7. Virtua On - Arcade 

JO 3. Guardian Heroes • Saturn 

8. Marvel Super Heroes - Arcade 

4. Resident Evil - PS 

9- Skeleton Warriors - Saturn 

45 5 - Su P er Mario Rp G ' SFC 

10. Star Wars 64 -U64 

1. Ridge Racer Revolution • PS 

6. Killer Instinct - SNES 

2. Super Mario 64 - U64 

7. Sega Rally - Saturn 

Qj 3. DKC 2 - SNES 

■^3 8. Super Mario RPG - SFC 

la 4. Wave Race 64 - U64 

9. PilotWings 64 - U64 


1. Dragon Quest VI-SFC 

2. Street Fighter Alpha • PS 

3. Soul Edge - PS/Arcade 

4. Ridge Racer Revolution - PS 

5. Night Warriors - Saturn 


. 6. Samurai Shodown 3 • Neo Geo 
|7.Tenchi Sozo-SFC 
a 8. Resident Evil • PS 
| 9. Virtua Fighter 2 • Saturn 
10. Darius Gaiden - Saturn 


1. Super Mario 64 - U64 

2. PilotWings 64 - U64 

3. Ridge Racer Revolution - PS 

4. Sega Rally - Saturn 

5. Doom ■ PS 


6. Street Fighter Alpha • PS 

7. Super Mario RPG - SFC 

8. Alien Trilogy - PS 

9. Toshinden 2 • PS 

10. Darius Gaiden - Saturn 


1. Super Mario 64 -U64 

2. Vs 5 -SFC 

3. New Japan Pro Wrestling - PS 

4. Ridge Racer Revolution - PS 

5. Samurai Shodown 3 - Neo Geo" 


6. Darius Gaiden - Saturn 

7. Super Mario RPG - SFC 

8. Toshinden 2 - PS 

9. Resident Evil - PS 

10. Front Mission Gun Hazard - SFC 


WIN TK SAME lYtTOI (F TIN MICE! MTU TIMII 


| All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the most that aren't out yet, on 
■ a piece of paper or a postcard then send them to: GAME FAN TOP TEN 5137 Clareton Dr., Suite 210 Agoura Hills, CA 91301 

First Prize: Second Prize: Third Prize: 

Your choice of a 32X, Your choice of one of the Picks A FREE year of Diehard Game Fan! 

VIRTUAL BOY, or NOMAD. of the Month in Viewpoint. The best magazine in the Universe! 

I Drawing is limited to One (1) entry per person per month. Drawings will be held on the 21st of each month. The three (3) winners will be notified 
by mail and listed on this page. For a complete list of rules and regulations write GameFan Top Ten with self addressed & stamped envelope. 


Ciii nflitiiii 

to last month’s winners: 

First Prize: 

U Chan, Silver Spring, MO 

Second Prize: 

Shaun Bowman, San Bernadino, CA 

Third Prize: 

Craig Benusa, Arcadia, Wl 
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At the Mode screen, hold the R 
and L buttons and select “Game 
Mode” to begin a normal game. 
Now all the characters will have 
massive SD-style heads! 


Enter the corresponding code for 
the desired character on the title 
screen and then begin the game. 
Highlight the corresponding “nor- 
mal” character to begin. This 
trick works on either side and can 
be used during a 2P simultaneous 
game! 


Circle, Right, Triangle, Up, 
Square, Left, X, Down, X, Down, 
Square, Left, Square, Left, 
Triangle, Up, Circle, Right, and 
SELECT. 


Square, X, Square, X, Circle, 
Triangle, Circle, Triangle, Up, 
Down, Left, Right, and SELECT. 
Kero-chan (Highlight Hiroyoshi 
Tenzon, 3rd from the bottom): 

LI, LI, L2, R2, R2, R1, Triangle, 
Down, X, Up, and SELECT. 


Up, Down, Left, Right, Triangle, X, 
Square, Circle, LI, R1, L2, R2, 
and SELECT. 


At the car selection screen, hold 
L, R and Y. Push right on the pad 
and you’ll see two new cars, types 
“G” and “H.” 


To access the eight CPU cars in 
RRR, simply get a perfect score 
(40) in the opening game of 
Galaga ’88. Look to our coverage 
of RRR for info on the “13th 
Racing,” “13th Racing Kid,” and 
the “White Angel” cars. 


If you let all 40 aliens pass by and 
complete Galaga '88 with a score 
of zero (0), a single burst will go 
off and the words “Secret Bonus” 
will flash on screen. Can you 
unlock the mystery ot the Secret 
Bonus? 


To play as the fearsome demon 
Akuma, perform the following 
tricks while on the character select 
screen in Arcade or Versus mode: 


cJravef ‘With (Jfiy O>»lroffer Qn 
'Hand qJo ‘■Where 

Cheaters ^Prosper... 


Send in your codes... good, bad, or 
ugly. We ll look em’ over and choose 
one grand prize winner each month. 
Codes cannot come from a previous- 
ly published US magazine. Winners 
will be drawn each month and dis- 
played here in Hocus Pocus, the only 
place where cheaters prosper. 
(Current subscribers who win a sub. 
will receive a one year extension.) 

• Any video game lealured in our viewpoints section 


To this month's winners: 

First Prize: 

Ari McClory Maguire, San Jose, CA 
Second Prize: 

Paul Lind, Aurora, CO 
Third Prize: 

Juan M. Gonzalez, Inglewood, CA 

Hocus Pocus 

5137 Clareton Dr. Suite 210 
Agoura Hills Ca. 91301 


- Move the icon to 
Spiral and wait three seconds. 
Then, without stopping, move 
through Silver Samurai, Psylocke, 
Colossus, Iceman, Colossus, 
Cyclops, Wolverine, Omega Red, 
and then stop on Silver Samurai. 
Wait three seconds and then press 
A, C and Z simultaneously. 

- Move to Storm and 
wait three seconds. Then go 
through Cyclops, Colossus, 
Iceman, Sentinel, Omega Red, 
Wolverine, Psylocke, Silver 
Samurai, and then stop on Spiral. 
Wait for three seconds and then 
press A, C and Z simultaneously. 

-Ari McClory Maguire, 

San Jose, CA. 
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To access the hidden 7th course, 
Firestar, highlight “one player” at 
the option screen, hold LI, R1, D- 
pad right, Start, Square, Circle, 
then press X while holding all but- 
tons. X must be the last button 
pressed. 



Begin the game and go to the 
option screen. Enter into the 


Mode Select screen, move the cur- 
sor to “Options” and tap R, R, L, 
R, and R (the top buttons, not the 
pad!). This allows you to choose 
any course. 


On any course, win the cup, then 
go back and try to beat your own 
time by at least 1 minute and 29 
seconds. The Super Cycle will be 
available in the machine select 
screen. 


X, Circle, Circle, Square, X, 
Triangle, Circle, Triangle. 


Square, Circle, Square, Square, 
Triangle, X, Triangle, Triangle. 

Triangle, Triangle, Circle, 
Triangle, Square, Triangle, 
Triangle, X. 

Circle, Circle, Circle, Space, X, 
Triangle, X, X. 
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Thank you, EA, for finally prov- 
ing that the PlayStation can do 
everything the 3DO can, 'cause^ 
you know, I had my doubts that! 

the PlayStation could handle al 

3DO game from a year and a half ago. The 
music's even actually worse... now that's 
sad. The play control's still all there, but 
this is THE EXACT SAME GAME as the 3DO 
version. I'm sorry, but this is just pathetic. 


For the life of me, I can't figure 
out why EA didn't create an all 
new version of Road Rash for the 
PlayStation. I'm not saying this . 
game isn’t good (cool music, ' 

great gameplay, lots of chal- 
lenge, and most of all, fun), but I've already 
played this exact game on the 3D0 and now I 
want to play a new version for a change. If 
you've never played the 3DO version, buy this 
game, you'll have a blast. If you're looking for 
something new, you'll have to look elsewhere. 

\) 


TWI pulled out all the stops with 
this version, meaning that it’s the 
game it should have been all! 
along on the other systems: a six- | 

button lighting game (with an FMV - : u 
intro). Considering the landmark 
addition of an actual six-button 
option for the six attacks (the auto-specials 
went sayonara. praise the heavens), I can say 
this is hands down the best Primal Rage to 
date. The decision here boils down to whether 
you thought the coin-op was the greatest thing 
since the JAMMA harness. 


I'm not the biggest fan of thej .. ! 
arcade game, but I must give cred- v 
it where credit is due. The 
PlayStation is known to be the 
home of many perfect arcade 
translations and Primal Rage con-; 

tinues the tradition. In fact, I leel : 

this game is even better than its arcade counter- 
part because it actually uses 6 different buttons 
(as opposed to 4 in the coin-op) for its 6 different 
attacks. The graphics, music, gameplay, and 
control all mimic the arcade game perfectly. If 
you like Primal Rage, here's your game. 


Revolution a is a pretty solid entry 
into the “arcade gun-game" genre 
(despite the present lack of a PS 
gun controller) and represents a 
good change of pace. The sound isl 
right there: so too is the control, but 

that's more than I can say for the 1 

game's visual performance. If you take a look at 
other converted Williams games (e.g. MK3), 
you'll see a much tighter translation. There's a 
lot of detail missing, but at least the general 
game itself remains basically intact. No! a per- 
fect arcade translation, but not a complete miss. 

iGk \Cl PL ImL lOl 


Like, they re right in the middle of ^ 
another comeback, man, and now 4 if. 
they go and do this? Uh, I don't get A 
it man, like, why are they in a gun . Vk: 
game, dude? Fer sure this game is T+, 
meant to attract a younger audi- , 
ence as shootin' Power Rangers. — 
and rescuing busty blondes (by shooting them) 
just doesn't fill the bill for me. As gun games 
go. so goes Rev. X. Besides the lack of original- 
ity, the scaling is framey and the scaling pixel 
laiden. A bad conversion of a game that should- 
n't have been in the first place. 


I absolutely loved this game 
on the 3D0, and this is essen-*.,— 
daily the same game. So I W 
should love it, right?. ..[ — 

Wrong! Been there, donef . ▼ 

that! This is the PS. Where's* 1 

the upgrade? GEX , Total Eclipse, and 
especially Off World Interceptor got 
majorly better going from 3DO to PS. 
What gives here? Gimme Rash 2 and 
maybe we can talk. I got a 300. 


This is a perfect version of 1 
Primal Rage with additional i 
(and very nice) CG cinemas. If - 
you like the game than it’s / 
lime to Rage. 


liLBaa 


Lone Soldiers the first 3-D 
game of its kind for the 
PlayStation (or any other next-, « k 
gen system for that matter)! W 
and I like it. If strafing and 

perhaps shooting on the run — 

was an option I'd really be ecstatic. 
There’s plenty of diversity, excellent tex- 
ture mapping and gouraud shaded poly- 
gons and the 3-D is as smooth as weve 
come to excpect from the PS. Very cool. 


The thing that I liked most about . . 
this game is that your character is V 
almost always moving. You never 
stop to hide behind walls and stuff 
(like in Doom), you're out in the . * 
open and it really feels like you're Je‘\. 
alone. The control is a bit odd at first but in time 
it became natural. The 3-D is fab and the music 
has that nifty "Rambo" touch to it, but it's the 
crazy “banzai" attitude in LS has that gives the 
game its charm. If you're looking for a unique 
game that kicks butt, LS is for you. 


in ©1 El li ii [QAll li, ICk E IML IOL [OA] 


On one hand. Alpha is one of the great- 
est translations of possibly the greatest: (in- 

fighting game of all time. It s identical 
to the arcade except for the OPTION 
(thank God) of arranged music, a use- 
ful (finally!) training mode to practice! ; 

combos, recordable combos, the fix nt h 
Adon's Level 3 bug, and of course some loading time. 
On the other hand, I hate to condone the game's lack 
ol varied backgrounds and almost nonexistent paral- 
lax/line-scrolling. Still, it's the best 32-bit fighting 
game to date and the best all-around video game 
available for the PlayStation. As a translation it's 
110%, as a game it's 98%.. . sounds like 100 to me. 

® © ^ ® <al lw 


m still mired in the action/plat- 
form genre having just beaten the I 
huge Hermie Hopperhead, who isv K~? ir 
not a clown by the way, and am| ^ 
finding it hard to re-acclimate> . " 

myself with 3-D gaming. No jump- ^ 

ing, no timed leaps or tricky obstacles... it just 
ain't right. I'm sure LS's graphics will suck in 
the masses but I just don't see any gameplay 
here. Admittedly, for a walk n' shoot this is real- 
ly cool. But for me it's just not enough. 






Zero Divide is much better than 
Toshinden yet slightly worse 
than Tekken. Its graphics t„ 
trounce both, but the 100% , gr 
Virtua Fighter rip-off control />-• 
harms it. Zoom didn’t replicate 
Virtua's feel, however; the hits seem slight- 
ly sluggish and the many of the pre-set com- 
bos are simply impossible to do. If you're 
after astounding graphics rather than solid 
gameplay, you can't do any better than Zero 
Divide. 


When I first played the 
Japanese Zero, 3 months ago, 

I gave it a 95%. Since then,^- 
my respect for the program - \ 

mers' accomplishment has! 

only grown. A perfect translation of one of 
my all time favorite fighting games, and 
some of the best graphics and sound on the 
PlayStation. Virtua Fighter fans would be 
insane to pass this one up. 


Problem: you want a game with, . 
great 3-D graphics and plays like V 
VF but you only own a 
PlayStation. What to do?' ■ 

Solution: Zero Divide. This game - ' 
is an example of: A) some of the; — "f l 
best graphics on the PS, B) gameplay that 
would make Yu Suzuki proud, C) killer music, 
and D) an overall polish and sheen that's rarely 
seen in today's games. I don’t know how a tiny 
company like Zoom programmed a game this 
good, but they did. Wow. 



ZERO DIVIDE 
PLAYSTATION 
TWI • CD 
3-D FIGHTING 


Hard-core PC gamers out there will 
love the PS version of Cyberia. 

They’ll see that the graphics, 
sound, and movement have all , 

been cleaned up and tweaked to 
32-bit level. However, despite its 
facelift, this game shouldn't 
appeal to anything more than a small niche in 
the market. Cyberia plays exactly the way it did 
two years ago on the PC: like a PC game. II you 
missed it the first time around and want to check 
it out, or if for some reason you can't get 
enough, this title is worth a look. 


Ugh. I'd much rather watch this 
one than play it, and even watch- 
ing it’s pretty lame. The stiff ^ 
polygon people animate poorly! 
and the “action" (ha) scenes are& 

nothing to look forward to. In* 

between that, we get a straight-from-PC RPG 
that's hard to control and incredibly uninter- 
esting. At least it's a bit more interactive 
than most FMV games, but with the exception 
of D, that entire genre should just go away. 

WWW 


Cyberia might have been a big PC . 

hit, but compared to other console t I 

games, its a little boring. To its 
credit, Cyberia has terrific music, i . 
a long quest, cool motion captured ; , • 

SGI graphics and a good storyline. • | 

On the other hand, this game also 
has lame “action" shooting sequences, limited 
real-time interaction and uh... did I mention 
that it's boring? If you liked the PC title or if you 
enjoy these types of games, knock yourself out. 
If you're a hard-core console gamer, you might 
want to look elsewhere. 
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This one really surprised me. . 

When I first sat down to play Krazy 1 
Ivan, I typecast it as a generic 3-D 
shooter with cool graphics and aj * 

couple of big robots thrown in fori . ' . ^ 
good measure. Upon closer g'A 
scrutiny, I found a real game underneath all 
that 3-D gloss, with a little strategy, and chal- 
lenging gameplay. There's a little bit of poly- 
gon pop-up here and there and the game is a 
bit on the hard side, but that doesn't take too 
much away from Krazy Ivan. Very cool. 


Skeleton Warriors is truly a triumph 

for the Saturn, a system which to >># *<*. 

date has most of its games either A V 

still in or coming from Japan. This r \k^ 

homegrown game of high power is 

rich in gameplay and diversity while . 

at the same time exhibiting some of 

the best visuals yet seen in a video game of any 

kind. Then of course there's the soundtrack which 

to this day I can not believe is in a game. Bone 

chilling. This is the one game you can brag about 

in front of PS owners this year. Unless they have 

Toshinden 2 then I'm afraid you're on your own. 


Krazy Ivan has crystal clear 
FMV, great-looking ene-EJ 
mies and some impressiver^ 

3-D, but bites it big time ini 

terms of variety. The infi-* 

nitely-repeating terrain and final 
bosses are what hurt Krazy Ivan the 
most. Still a hell of a lot better than 
Metal Jacket, though. 


My first impression of Skeleton gs A|| 
Warriors was stunning graph-HB' 
ics, incredible music, but no®** 
play mechanics. Well, a fewT 
levels into it, the play got inter-B 

esting too, so Skeleton Warriorsm 

truly does have it all. The Saturn's at its 
best with SW's incredible 3-D 2-D, and 
Tommy Tallarico’s composed the best 
soundtrack of his life, by far. I wish you 
could run a bit faster, but otherwise, there's 
very little to find fault with here. 
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Ouch. That's about all I can! v* 
say about Toshinden S. The 
original Toshinden wasn’t a V 
very good game, but it did / 

have great visuals. Takeaway - 

those visuals, and you're left with the 
Saturn version: same control, bad graph- 
ics. But hey! We get a new character, new 
voice, new cinemas, and a new intro! 
Yeah. Personally, I’ll wait for Tosh inden 2. 


Wow. This is what I imagined a .. . 
side-scrolling U64 game would look v 
like. The DKC-like rendered graph- 
ics in Skeleton Warriors are some of 
the best visuals I've ever seen with 
wild scaling and rotating sprites,’ krt 
amazing line scrolling and crazyL — _C_AJ 
special FX. The only thing better than the graph- 
ics in this game is the unbelievable music (Pd 6uy 
this game for the tunes alone). Not only that, but 
the quest is long and challenging and there's 
much play technique to master. If you have a 
Saturn and don't plan on buying SW. don't consid- 
er yourself a true gamer. 
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In Toshinden S' defense, the S3”"^iS 
graphics have not been downgrad-|A~ jm 3 
ed as badly as a lot of people havep^ 
been saying. They're not as good T 
as in the PS-X, of course, butl 

they’re still pretty good by current! | 

3-D standards. My main problem 
with Toshinden is that they did NOT revamp the 
play mechanics, as promised, and the control 
and balance are as screwed up as they were in 
the original. They didn't even fix the hideous 
Al! Neat intro, but there are only about ten 
thousand better fighting games out there. 


SKELETON WARRIORS 
SATURN 

PLAYMATES • CD 
ACTION ADV./PLATFORM 


Unlike Mr. chain-combo fwo-in-one, l|*V. 
feel that Toshinden is a great original Net 
3-D fighter. In fact. I think if helped to A • 
mold fhe growing genre of home con- , 
sole 3-D fighting. This version is sim- / T- ■ 
ply devoid of the glistening effects fV 
found on the PS. It s still a good 
game. I’m sure that given more time the developers 
could have done a better conversion, but I’m sure 
Sega wanted this one fast. Why, I do not know. They 
shouldn't compare the Saturn's 3-D with Sony's. 
They have no light sourcing or gouraud shading. 
Ugly compared to the PS... yes. Bad gam e... no. 
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I can t believe that one of ’95’sl-V. 
best RPG’s is a 3DO game. 4 -S*- 
Titles like this a year ago would \ - 
have put the now fledgling 3DO y / 

on track for sure. You see. just §P 
get those imports out andl — 
presto! Success is imminent. The fact that 
Panasonic reacted with a swift port is a 
great sign for the upcoming M2. RPG fans 
will no doubt read up on Lucienne's Quest in 
this issue so I'll leave you to it. This is the 
best 3DO game I've ever played. I 


An RPG! For 3DO! In English! fiS. Aid 
Yes, Panasonic does careiHBT'^jH 
S&S is a great game, with lov-P^ ^ 
able characters, an amusing^ 
quest, some very nice 3-D, and! J 
a very diverse soundtrack. It’s a tad linear, 
but the story is interesting enough that you 
won't want to go off track anyway. This is 
right up there with D and Road Rash as the 
3DO's best accomplishments. 

TOM 


Can it be? Yes! A full-length 1 
RPG on the 3DO, mere Sm\-> 

months after its Japanese [ 
release, with almost no story- t r * 

line changes! Lucienne's 

Quest clearly defines the 

future of RPG’s with its innovative poly- 
gon locales and 32-bit effects, yet it also 
has a pretty good storyline and quite lit- 
erally some of the best game music ever. 
All 3D0 owners have to buy this. 



SWORD & SORCERY 
3DO 

MICRO CABIN • CD 
RPG 
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MEGA MAN X3 
SNES 

CAPCOM • 24MEG CART. 
ACTION/PLATFORM 



TOY STORY 
SNES 

DISNEY • 32MEG CART. 
ACTION/ADV. 
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IN THE HUNT 
SATURN 

IMAGINEER • CD 
SHOOTING 




DARIUS GAIDEN 
SATURN 
TAITO • CD 
SHOOTING 
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REVERTHION 
PLAYSTATION 
TECHNOSOFT • CD 
3-D FIGHTING 


GALAXY FIGHT 
SATURN 
SUNSOFT • CD 
FIGHTING 



MMX3 is one of the best in the 
series to date. Playing as Zero 
is a big bonus as are the length, 
challenge, diverse levels, and [ 
beauty SNES hand drawn graph- 
ics in this super platformer. 

From new power-ups, weapons, and more 
secret stuff to brill C4 special effects, this is 
all the Mega Man anyone could ever hope 
for... on 16-bit. I Pray Capcom doesn't take 
as long to start the series on a next-gen con- 
sole as they did to start it on the SNES. 
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Beyond-arcade-quality-sidel 
scroll shooting comes to the| 

Saturn with visual gluttony. 

Darius Gaiden has effects in it I 
don't even have words for. 

Zuntata is of course right along 
side with musical force to compliment the 
stunning visuals. As a big Darius fan I have 
no complaints. Like they've all been, this 
one is big on challenge and will never get 
old. Just the coolest! 

m 




Remember Technosoft? Well, 
after two crap PS games theyl 
are back on track. I'd rather it 
were ThunderForce 5 on the| 

Saturn, but this unique sci-fi 
fighter will do just fine. 

Reverthions graphics rival high buck arcade 
games, the characters are beyond cool, and 
the music's excellent. Like a cross between 
Cyber Sled and a poly fighter, Reverthion is 
unique as well. This worthy import needs a 
date with a stateside third party. 

WWl 



Although I still prefer the old NES 
Mega Man games and the more 
traditional look of the SNES MM7 
as well, but even so, X3 is not a 
game to take lightly. This game is 
all about timed jumps, moving 
platforms, earning power-up and 
all the things that made the classic MM's so 
great. The control couldn't be more perfect, the 
graphics and music are great, plus all the dif- 
ferent powers Mega Man accumulates do spice 
things up a bit. MM X3 is the game MM X 
should have been from the start. 
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I can't get enough of this series, 
ever. I hope that when the 
Nintendo Hyper 256 system 
comes out in the year 2022, I 
will be playing Mega Man XXX 
17. And it will be 2-D, thank you 
very much. MMX3 is definitively the best in 
the X series and very nearly as good as 
MM7. The levels are bigger, there are many 
more items to find, and of course you can 
play as Zero (his laser sword is amazing!). A 
must-play for SNES platform fans. 
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Toy Story SNES has all the 
graphic force of the 'Kong' 
games (well, almost) but without 
the cool platform feel. The whole 
interactive gameplay thing cou- 
pled with some questionable 
mechanics (like the classic stop n' go stuff) 
kind of bother me. I think straight action plat- 
form would have been in order here. Shine 
following the storyline, when you've got SGI 
graphics this great put 'em in a platf ormer. 


So why is it that on the king ofl 
2-D systems this game slows 
waaaay down when it’s perfect 
on the PS? This aside, I beat 
In The Hunt in half an hour and 
although I enjoyed the graph- 
ics, the intensity level is at an all time low. 
In The Hunt crawls along at a snail's pace 
and never really goes anywhere I haven’t 
been. Do yourself a favor and spend your 
hard earned import dollar on Darius'. 


JS L 


On the Genesis, this game 
stood alone atop its SGI 
pedestal. But with awesome 
competitors like the DKC twins. 

Killer Instinct, and the upcom- 
ing Super Mario RPG, the shockl 
value of Toy Story’s graphics is lessened 
somewhat. The levels are diverse and the 
control is pretty tight, but the objectives are 
very simplistic in nature. TS is perfect for 
the younger gamer, but the hard-core gamer 
may want to look elsewhere. 
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Toy Story is just what I expected, the I 
Genesis game with more colors, 
sharper graphics overall, and clearer 
(but unfortunately NOT better) music. 

The changes aren't too significant so 
I'll stick with the rating I gave the 
Genesis version. I still can't 1 
describe my amazement at the CG animation, but 
on the other hand, it was amazing for a Genesis 
game... This definitely isn’t Donkey Kong Country. 
I still also say the difficulty level is way off the scale 
for the target audience, and the gameplay is a bit 
too slow-paced/puzzle-based for my tastes. 
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In the Hunt was only a fairlyi 
good game in the arcade, andl 
the Saturn version is further! 
down a notch from that. With! 
screwed up animation, lots of® 
slow down and bad music you might want 
to pass on this one and go for Darius 
Gaiden or the PlayStation version instead. 
This one is for huge Irem fans only. 

[GL [CL PL M 




How pathetic must| 
Imagineer’s programmers 
if they can’t even do decent 2-1 
D on the Saturn? This one has| 
embarrassing slow down, 
extra loading time and a 
Genesis quality soundtrack, none of 
which is present in Xing’s far superior 
PlayStation version. Still basically a 
good game but there are far better titles 
out there. 
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While I preferred the morel 
intricate play mechanics of B M 
Layer Section, I am veryF^ 
impressed by Darius Gaiden ' si 
cool, plentiful bosses, strange! 
and beautiful backgrounds, and surprising- 
ly good Zuntata soundtrack. The usual 26 
levels ensure high replay value, and the 
game’s a good challenge with only 2 con- 
tinues. Nothing beats a good Taito shooter. 
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This and Pulstar rank as the 
best (and most difficult) 2-D 
shooters ever. The standard 26 
alphabetical levels, some of the 
most spectacular sights ever 
seen in a game and very good, 
if... uh... different music combine to bring 
you utter shooting satisfaction. This, by the 
way, IS the arcade game. The only differ- 
ence is slightly less animation on the boss- 
5, but it isn’t something you'll notice. 


This game features some ol the 
best 3-D graphics on the 
PlayStation. The lack of polygon 
pop-up and the quality of the ultra- 
high-res textures will make you 
wonder if somebody crammed a 
Model 2 coin-op in your PlayStation 
while you were sleeping. This pummel-fest is 
everything Cyber Sled should've been. There’re 
tons of special moves, crazy 3-D camera angle 
changes, pulsing music and best of all, gameplay 
to burn. The control is a little floaty at times but 
hey, if you can’t hang, play mahjongg instead. 


If you like Cyber Sled, you’llp 
LOVE Reverthion. Everything 
you wanted in CS is here: 
huge multi-level arenas, 
fighting game-ish specially 
moves and jumps. The Model 2-quality 
graphics and excellent music don’t hurt, 
either... I won’t go so far as to say that 
Technosoft’s back, but they're certainly 
on their way. 



90 


80 


Here's where me and the other| 
guys have a problem. To me, 
fighting games don’t get much 
better than this. GF has some 
of the best hand drawn graphics| 

I've seen in the category and 
amazing animation (also check out the 
babes). The backgrounds are insane and 
the music is phenominal-techno-techno- 
techno! This aside, they claim it's not a 
“real” fighter. Maybe they just suck. 



Now, 1 know graphics and sound play 

•- 
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a vital role in fighting games, and 
indeed Galaxy Fight excels in these 


translation of an arcade game 


areas (amazing voice, unique back- 
drops, and high-quality music). 


with godly backgrounds, OK 


* EJ* 

Unfortunately, Galaxy Fights game- 

' • 

humdrum play mechanics. 
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Special moves require perfect execution and 
are not very forgiving, and the characters aren't 
very balanced. Two years ago. when games like 
MK and SF2 only came along once or twice a year, 
mere decent games (like Galaxy Fight) were 
acceptable. In 1996, decent doesn't cut it anymore. 
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serious fighting game enthusiasts will 
probably want to look elsewhere... The 
super-lenient combo system and the “just 
plain attack" button system aren’t my style. 
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This summer Universal Studios Florida brings you the visual reality expe- 
rience of your life! Terminator 2: 3-D Battle, Across Time. We're talking a 
mega-multi-media mind blowing extravaganza staring none other than the 
man himself. Arnold Schwarzenegger and his fellow T2 buddies Linda 
Hamilton. Robert Patrick, and Eddie Furlong. 

Action director god Jim Cameron, creator of such joy as the Terminator 
saga. The Abyss, and True Lies, heads an award-winning team of such 
geniuses as Stan Winston and John Bruno, both Terminator veterans and 
effects masters extraordinaire. Combining the latest in 3-D cinematogra- 
phy. digital composite imagery, state of the art cinebotics. up-close live 
action stunt work and cutting edge lighting and audio techniques. T2-3D 
shatters the barrier between reality and film to create a literally unheard of 
multi-dimensional experience. 

Twenty four hundred guests every hour will enter the newly relocated 
Cyberdyne Systems headquarters where they will twist and turn in their 
seats as sinister T-70 cinebotic soldiers train their sights on targets all 
around the audience. Witness as well the T-IOOO Terminator "cop" from the 


Terminator 2 movie morph before your very eyes as Schwarzenegger's T-800 
cyborg literally jumps off the screen to save the day. 

"Universal has always been on the leading edge of theme park entertain- 
ment." states Universal Studios Florida president and chief operating offi- 
cer Tom Williams. "With Terminator 2 3-D. we have brought together an 
elite group of world-class artists from all disciplines of the entertainment 
industry to give our guests an awe-inspiring, motion picture based experi- 
ence that can't be found anywhere else." 

"Universal Studios Florida is a leader in location-based entertainment, and 
of all the theme parks has had the most success with integrating live shows 
with cinebotics," says Cameron, explaining why he chose to work with 
Universal on this project. "They have made that one of their niche areas of 
expertise." 

Why T2 in 3-D. you might ask? Cameron says the decision was made "...to 
do it in 3-D so that the objects on the screen become almost indistinguish- 
able from the people in the foreground, creating one reality, the reality of 
Terminator 2." -Jason Weitzner 
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Right about now you 
may want to press 
the pray button. 


ThunderStrike 2 feel more like a movie 


PlayStation 


ThunderStrike 2 and U.S. GOLD are trademarks of U.S. GOLD. Inc. © 1995 U S. GOLD — Playstation arid t-e^a/station logos are trademarks of Sony Computer Entertainment. Inc.- 

SEGA and Saturn are trademarks of SEGA ErTtepmseSTttd-.- — __ — - 
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fluid cinematic animation makes 


Monitor combat situations outside your 

— 

Prioritize targets, engage radar, activate 
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He's the Lone Soldier a bazooka-totin’, 
flame-throwin', polygon Merc, and he’s 
headed for your PlayStation. Terrorists 
from outer space have napped some high 
rankin' dudes from your side, so the brass 
is sending you in (by yourself, of course) 
on a recon mission loaded with blazing 
cinama’s and texture mapped poly's. 

Telstar's initial PS launch is an impressive 
effort indeed. Lone Soldier's texture 
mapped polygon environments allow the 
player complete freedom to move in every concievable 
direction throughout the entire game, save the bosses 
whom you cannot escape. Your character even turns and 
runs parrallel with the screen in many of the levels. Top 

r~- _ notch graphics they are, with lit- and then take off. Shoot 

- . *&•.» ip .--— - erally NO on the run (or - 

I pop-up or should I say , 

wgCTi flickering walk, you can- v : * 

M polys. not shoot 

i Speaking of while sprint- 

I polygons, ing) and you’re 

- I each gouraud headed for the 

. ■ U shaded char- clash of the 

"9 I ac,er is finely polygons (two 

l I detailed.com- guys standing 

I plete with toe to toe with 
/ facial expres- dueling M-16’s. 

*'*••*3 I sions, excel- The game actu- 


lent voice (the natives actually do the 
ugga-bugga thing), and texture mapped 
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While the 
idea is no 

J* longer original, (Yu 
te^Yii Hakushoon the 
1' MegaDrive did it first) Alpha 
features a Training Mode in 
r '/ which you can beat up a 
L defenseless computer 
4- opponent for as long as 
“ you want, and if your 
combo is blockable, the 
mock opponent will block 
it. This probably doesn't 
sound too excit- » 

>ng, but it V . 4 

you're seri- 1 

ous about 

your Street 

Fighter this is the 

greatest gaming gift 

you have ever w 

received. You can * 

even set the com- . 

puter opponent to 

be constantly jumping 

or ducking, and -tea- k 

ture of features • you 


viewed the A 

PlayStation version of Alpha in 
the December issue, I had no idea 
that Capcom would add the best /ft 
collection of options ever seen in 
a home fighting game, effec- \ 
lively pushing the score of 

their already A+ title off ^ 

the scales. We all know by 
now that the actual game is total- 
ly exact - the only things that aren't 
arcade-perfect are the intro, which 
instead of featuring many char- 
V acters and backgrounds has one 
1 of each, and the altered boss- 
V codes. There's probably no 
' way humanly possible to repli- 
cate the arcade intro on a CD 
:m anyway: not enough 
But Capcom. being the gods 
they are, have instead 
:ided to give us two features 
3 simply do not deserve: 
raining Mode and the choice 
between original 
or arranged .-v 
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n original and 

>yj arranged t 

jnes 

1 enjoy the re-done 


emendously. most o 

which are pre 

tty d 

arn good - though 
ch better than Super 

Turbo 3D0’s 
however, whe 

nusi 

VO 

. There are times, 
just need that origi- 

nal music tor 1 

00% 

true arcade enjoy- 









sound and graphics are exactly 
as they were in the 3DO game. All the music 
(and music videos) are of course here and are 
noticeably cleaner via the PS’s stellar FMV hardware, 
but that's a given. 

Don't get me wrong. I loved the 3DO game and 
played it to death, and lor those who missed the 3DO 
game this is one ride you'll love taking, But. with all 
the amazing 3D PS games out there, I teel that a com- 
pany with the stature and reputation of EA should've 
created a Road Rash that takes advantage of the 
PlayStation's unique 3-D teatures. What we have here 
is. lor all intents and purposes, a 3D0 game, and I 
have been there and I have dona that. 

-K. Lee 


One of the best games on the 
3DO (and one of the best motorcycle racing 
games, period) is revving up for release on the 
PlayStation. When I lirst discovered that EA was cre- 
ating a PlayStation version ot RR, my mind reeled. 
Since the PS is capable of some spectacular 3-D 
(much better 3-D than the 3DD's). I prepared for a ver- 
sion that would be (or a least look) much better than 
the 3D0 game. Unfortunately, the game is a direct port 
ol the 300 Road Hash. 

On the positive side, the gameplay seems lo have 
been tweaked and improved over the 3D0 game. The 
bikes seem to handle a little belter and control is now 


I hate to sound like a broken record, but even the 
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THE STALKER 

TO WALK THIS WAT OR 
HOT TO WALK THIS 
WAY... THAT IS THE 
QUESTIOH! 


as are the voices and samples. 

Look past the graphics aod you have yourself a decent conver- 
sion. There's still plenty of targets to blow to pieces, and every 
enemy now spurts slimy red goo when shot. Above all, the game- 

play is virtually intact, which is why this isn't a complete loss. 
Remember. . . Music is the weapon! -The Stalker 


The evil organization of NON has taken control of our youth, our 
culture, and our society. To further constrict their sWiglehold 
on the minds of young people everywhere, the evil Dominating 
queen of NON has ordered the kidnapping of Aerosmith! It's up 
to you to rescue Aerosmith, destroy NON’s weapons ol mass 


destruction and to slay its leader. 

Revolution X was an overlooked (yet highly playable) 
gun game in the arcades a couple of years ago. Its 
conversion onto the PlayStation came with some basic 
flaws, but most of the action was retained on 
the most advanced home systems. 

Like most every other gun game, Rev-X cen- 
“ ters around an icon-style crosshair used to 
direct machine gun and special weapon tire, 
ur special weapons, in keeping with the 
erne of things, are compact discs which can 
ered up" to laser discs. Of course, this is 
nary shooting game: Aerosmith makes 
and special appearances all throughout 
iame as their music plays in the background, 
u ve played the arcade game, you've 
ly played the PlayStation version... sort of. 
ble deal ot the original game’s graphic 
>r is curiously missing from this one. Some ot 
scrolls are choppy, there are fewer sprites, the 
scaling is only lair and the digitized enemies looked WAY better 
in the arcade veipion The tunes are (natch) exactly the same, 
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Here s a quick look at Silver Load. Vic Tokai’s next offering for the 
PlayStation 

You play the role of an outlaw cowboy in the wild west (the year 1879), 
searching for a young boy who has been kidnapped by an evil group called 
1 The Raiders. It s up to you to return the child to his parents and bring 
law and order back to the town known as Silver Load. 

Silver Load is a ^co mbinalmn of 2 gem. First, you have me text adven- 

mulate items and discover vital information about yourquesL SL also 
incorporates 3-D action sequences. This part of the game places you in a 

qniti ffjj^tfHrtwfi>|Wii environment with real-time 3-D texture 


PlayStation 


iltiple weapons. 


At this point in time, it's hard to tell what kind of impact Silver Load will 
have when launched. When a review copy becomes available in the 
months ahead, we will scrutinize the pros and cons of Silver Load. -K. Lee 
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Too bad the tunes weren't very exciting to begin with. 

The best part of In the Hunt is the gameplayi The con- 
trol is accurate enough to get you out of the tightest situa- 
tions and the power-ups you accumulate will save your 
hide jn many occasions Unlike most shooters you move 
ahead at your leisure stopping to clear the sreen of ene- 
mies as often and lor as long as you like There are huge 
amounts of sprites on-screen, enough to make staying 
alive a challenge. However, the difticulty is perfectly set. 
soyou are never bored at its ease or frustrated at its 
impossibility. If you stay at the edge of your seat, you'll 
be tine. 

When I really think about it. other than the so-so music, 
there realty isn 1 anything bad about this game. The 
sheoting action is superb, the control is set just the way it 
should be. the levels are long and hard, and the graphics 
a tt outrageous. I recommend In the Hunt\o all tans of 
traditional 2-0 shooting games. You guys will love it. 


stf xrt £*> >/ ' aV 7> str/V 
I have a big soft spot for shooters. Darius , Liletork 

I Gradius. Xexex. R-Type... I ll take them any day of 4 
week* to the Hunt tor the PlayStation is a 100% perl 
Irem (the same people who made 1 
ttNM. - 

His game are truly a sight to Bfehol 
lit a lot of detail work went into ev 
s have a vast amount ot shading le 
k to the graphics Every torpedo s 
behind it. the windows in the build 
pealistically in the sun, and even 
•realistic The attention to detail i 
wall look and style of In the Hunt s 
h and f like it. 

indtracks are selectable, the origim 
a new arranged ensemble The art 
music is exact, but because the coin-op s sound drive 
isn't eary sophisticated, they have a crude and static* 
den stwnd The arranged music features crisp CD so 
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Here’s a game I thought I’d never see... DarkStalkers tor the 
PlayStation! Though delayed for almost a year, DS is nearly K M 
£ ready for home release. The PlayStation RAM problem l 
seems to have been solved, as nearly all ot the paral- 
lax, special effects and arcade frames are here. At this fop- -'3r 
point in time, however, two somewhat important ele- 
— Fj i ments are all but missing: 

7 w q* 0 2 p<j gameplay and smoothness of move- 

ment. I don’t mean jerky animation 
d fi l mean jerky frame update as in the 
■ { ^2^1 3D0 version of Super Turbo or Dark 

Legend on Saturn - things just jitter 
u along at a shockingly slow speed. 

• i / I'm begging that the game 

j* VY 1 A < ! doesn’t stay this way. 

kJMs-' I Don’t get too wor- 7A 

^ CVS*. ried, though: I Jfm 

SjBW/ * I can’t se 

I! I Ca P co , m 




[ pad some ehildhood trauma involving a block VI 
button (likasomeone dropped a Wtua Fighter™ 
machine of you, or something), then by all 
means, stay far, far away. 

But if yoiraiink that maybe you’re at that point 
in ybbr life where you’re ready to deal with 
Virtu^fighteimyle play mechanics, then you 
will love Zero Divide. The play control is per- 
fect, with dozenkof tap-tap style moves for 
each daaracter, all easily accessible with your 
standarvcontrol pad. The influence of Virtua 
F/gMe/mobvious from the first round you 
play: Mowjs, combos^iumping, and throws all 
work exactly the same Hiay, with the only 
game pla f enhancements being tiw addition 
of a bit of juggling and the OTlflty tl hang off 
of the riniand jump back in. 

The comraer's artificial intelligeiBe is exem- 
plary... ThCTtomputer can be a vejy tough 
opponent, but aoesn tJieed to resflfi to such 
cheap tactics as pulling off a constant stream qfimpossi- 
ble-for-humans 12-step moves, or taking off extiahealth. 

As you play through later stages'bnd harder difficulty 
_ levels, it just learns how to bloclt better, how to 
counter more effectively, and sometimes how tVw 
maneuver you right out of the ring. \ 

The characters are incredibly well designed, 
and, with a few exceptions, don’t fit the 
>. v ultra-cliche molds that most recent fight- 

k a ing game characters seem born into. I’m 


farner has brought 
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the not-quite-a-native-speaker voice hurts... you can turn most of his 
lines off, but not all. 

And I have to mention the bevy of bidden bonus stuff in this game... 
I’ve never seen a better collection m hidden stuff "^none of that litok-l- 
cansinalB-the-flag-move crap, but tricks with real meat. Among 
them are the ability to choose 16 colors for each 

’ . ; 1 character, 3 prffectly translated levels from the 

3 - -rrrf ^ - SNES shoo\erPhalanx, th^ ability to play as 2nd- 
. , ' to-last boss Zilu, hidden finlPI boss XTAL. Zoom's 
e* < J mascot (a big chubby cat named Nelco), and Go^l 

n only knows whafcelse. 

A ^ So,\jwhat else ip there to say? This is an incredi- 

■ ble game, whicteyou should all go run out and buy, 
if you cab stand that block button thing. And as a 
c -..v A tidbit for a jj o{ y 0l ^h 0 are already enjoying Zero 
Wjr Divide , Zoom (the newest member of the Squaresoft 

■SHI j family) is hard at work on the sequel, which they say 
is about 15% done. If Zero Divide does well, I’m 
sure they'll bring it out here, so It it doesn\ I’m holding you all 
responsible. Get down to your local video game stores and whip out 
that credit card, ’cause I need my Zero DivideZ. -Takuhi 


at a loss when I try to think of contemporaries for such innovative 
characters is drill-fiased Nereid, whos^f techniques actually make him 
more dangerous when his back is turned, or tail-slapping, fireAreath- 
ing Draco the dragon. This isn't the tope of game where one character 
quickly emerges as The best and no one ever even * 

thinks to choose anyone else. 

Visually, the game is aftonishing. While it isn’t as j 
impressive as upcoming 2nd generatio^ eye-poppers,, I ^ // 1 

like Soul Eoge, it’s the most visually impressive f j - *• 

Ifignting game currently on the markersave perhaps 
Mr Virtua Figrneh rThe animation iflsmooth ank J 
detailed, the textures have an insaneamount ofy , 

detail, and the scenery is always (well, almost/ 
always) stunning. There’s also a ve vf well done * 

replay feature which allows you to carefull/exam- 
ine the bouts from the perspective*™ a floating 
camera you control, and save the ones you like to 
your memory card. 

In the sound department, there's an excellent soundtrack, ranging 
drastically from techno to vyah-wah style porn music, and even the 
Phalanx mini-game's music is arranged. Sound effects are good, but 
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Forget about fields of dreams. 

With '1 'lie Horde . St?s more like 
little slaughter-house on the prairie. 
See, we've injected arcade-style, 

belly- Slitting fun into that 

sleepy-ass commune you call home. And 
between digging death pits and 
hiring archers, enjoy sock 
serious, gut-popping swardplay. 

'Cause man, these neighbors 

reallybite I 


35 minutes of 
video explains how 
piss-boy Chauncey 
saves the King and 
is rewarded with 
the old man's 
Grimthwacker 
(It's a sword). 


'‘■v\ 









There are a select group ol PC 
games so popular that even "con- 
sole-only gamers" (me for example) 
are familiar with the names. Doom. 
Might and Magic. Zork. Wing 
Commander. Myst. Wizardry, and. 
of course. Descent. All are house- 
hold names. It is because of their 
popularity (and possibly the desires 
of their publishers to make a quick 
and easy buck) that, one by one. 
each title is making the journey over 
lo dedicated video game platforms. 
This time around the marriage is 
between Descent and the lovely 
Sony PlayStation. 

I've only played arcade and home 
console games my entire lite (no PC 
background here). Let me say this: 
Even though I'm not supposed to 
give anything close to an opinion in 
this preview. I must say that I'm 
intrigued and impressed by the 
PlayStation version of Descent. 

Like Doom, the PlayStation version 
ol Descent is even better than the PC 
game. Descent PS looks as good 
and runs just as fast as the Pentium 
PC game: plus it has colored light- 
source effects, all new levels in link- 
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up mode, and new music (including 


original music from Skinny Puppy 
and Type 0 Negative). 

Those of you who have played 
Jumping Flash know that 'gueasy'" 
feeling you get in your gut while tak- 
ing a huge leap front a platform, the 
ground rushing toward you. It you 
sutler from vertigo, stay away Irom 
Descent because this game destroys 
JF in the nausea factor. You see. in 
Descent, there is no preset up, 
down, right, or left. In theory, any 
surface can be a ceiling or a floor or 
a wall, depending on how you 
manipulate your floating ship - a 3-D 
game in the truest sense. Not only 
that, but doors and hallways can be 
on the tloor or on the wall or even on 
the ceiling. Process all these para- 
meters in your brain, and not only 
can you see how confusing Descent 
can get. but it can also keep you 
from getting up and walking in a 
straight line after you've finished 
playing if for hours and hours... 
barf! Next month, we wilt give you 
the full lowdown on Descent in our 
PlayStation review. 

-K. Lee 
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’ %: The evil Diablo has not only stolen Johnny’s prized guitar, but 

^ was so steamed he couldn't play it the way Johnny does (JB's 
J like the biggest rock star on the planet), he's kidnapped all the 
heavy rockers and silenced the entire world! Even Snoop Doggy 

V Doo! So, like any jammin' action dude, JB sets out to destroy the vil- 
lian and restore tuneage. JB begins with you (the long lost cousin of 
Blue Suede Goo from Clay Fighter , no doubt) fighting your way 
through the dreaded “Sin Sin Penitentiary.” It’s a cold, nasty place, 

] filled with wacky enemies and dangerous obstacles. Each level has 
a tough end boss that will often require a bit of practice to destroy. 
After you beat a level, you'll rescue a captive of the Devil [Diablo]. 
Johnny must use his gun/guitar to do a lot more than just shoot. It 
can be used as a vacuum to suck things up (to be used later) and, 
very frequently, as a vertical propeller when aimed downwards and 
fired while airborne. Johnny can also attack with a spinning leap 
■■ with his guitar or charge up to deliver a huge burst of energy. It's 
already evident that learning the play mechanics early on is going 
■I to be vital if you want to see the big man fall. 

JB has over thirty sub-areas, and these are very often difficult to 
master. A lot of harmless-looking things can hurt you, and almost 
m every area requires a bit of reasoning (and trial and error) to pass. 

Figuring out how to get up onto the ledge that leads you out of a 
HI courtyard or how to avoid an underwater hazard is a big part of the 
game. What makes JB fun and keeps repetition to a minimum is 
that different stages require you to do extremely different things. 
— Some areas are relatively basic platform levels, with some sort of 
obstacle or object being the focus. In water, you glide and shoot 
downwards as your only means of propulsion. When you find your- 
self in a ventilation shaft, you have to take the rushing gusts of air 
(and massive light-source shaded fan blades) into serious consider- 
ation. There's even a sequence where you relive Indiana Jones' 
Temple of Doom mine cart ride... in a rocket-wheelchair. 

JB shows off all kinds of graphic technique. Johnny, the enemies 
and all of the other sprites are painted with bright, iridescent color- 
ing. The characters contrast beautifully against the drab, line- 
scrolling backgrounds. There are countless ene- 
mies that scale and rotate with amazing fluidity, 
usually with several other things going on in the ^ 

E A same scene. Things come bouncing in from the * 
os... background, fly out towards the distance and swing wKK 
around in the foreground, all with minute loss of 

— detail. Ikrwl 

Jazzy music drives the entire experience home. I’m H ‘ f 
no huge fan of jazz, but JB’s soundtrack is certainly vw 

worth praise for its innovation. If you're into club- 
style sax jazz, you’ll love the music in this game. 

JB is nearly completed and. with some tender tweak- 
ing, could easily put US Gold on the 32-bit action/plat- ^ 
form map, a place occupied by a choice few. 

Bazookalone is an action platformer with more fresh ideas 
and originality encased in the course of a single game 
than some companies can muster in an entire series. 

. 32-bit 2-D is here to stay! Look for a review next 


PlayStation 


I 









sf ^ 5 X' 

r . is* i 

|f 4H 

W^ii 

,U 





|Jg3 1 if 




Aliens are attacking the earth, and the only one who can save us all 
is a hyperactive Russian colonel in charge ot a pre-cold war battlesuit. 
Together with his slight loopy team. Krazy Ivan travels the world 
destroying aliens, and lighting tor good of "mom and apple pudding." 

Each stage has a number of bosses, awaiting in cratered arenas. 
Blow away minor enemies for power-ups between the bosses, and 
once you've destroyed them all, you can try to take out the alien's 
main shield... There's a good dose of strategy in quickly changing 
weapons so they don't overheat, using 
your radar, and deciding what enhance- 
ments to buy at the end of each round, but 
otherwise, there's not a whole lot to the 
game. A bit more variety definitely 
wouldn't have hurt. 

After Wipeout anti Destruction Derby, I 
expected Psygnosis to do a lot with the 
visuals. Their command over the hard- 
ware is, as usual, impressive, but the 
graphics are of mixed quality. The boss 
design is fantastic, and all the enemies 
look and animate very well, but the back- 
grounds aren't so great... Even with the oh-so-popular mist effect that 
blocks long distance vision, things tend to flit in and out of existence 
when you turn around rapidly. There's no pop-up on enemies, though, 
thanks to an ingenious little trick where the enemies don’t even 
appear until they're fairly close to you. They appear as white outlines, 
and then sort of phase into existence, as if dropping out of warp or 
something. There's a great variety of enemies, but almost none in the 
backgrounds. Sure, rural Russia is made up mostly of craters, moun- 


York? How about Tokyo, specifically in the "heart of the financial dis- 
trict"? Sure, maybe I haven't been to the heart of Tokyo’s financial 
district, but I'm willing to bet that it's made up of a bit more than 
craters, mountains, and trees. 

The music has its moments, but it's really nothing you’d want to hear 
outside of the context of the game. The intermissions are actually 
pretty cool, with lots of groans but an occasional actual laugh. The 
actors (extras from Zhadnosl, no doubt) deliver their best mock 
Russian accents, and everyone 
involved earned the 6-pack of beer 
they were no doubt paid for their 
performances. The video's all 
spiffed up with some very impres- 
sive effects, and run through crystal 
clear, luscious PlayStation FMV. 

Krazy Ivan's a lot of fun, but 
the repetition sort of 
kills it. While all of 
the bosses are very 
cool, there are really 
y only a handful of 
strategies to pick from 
when you fight them, and 
aside trom that, there’s not 
- much to it. Fighting the 
same last boss shield 
thing in every level gets real- 
ly tiresome, and the scenery never really changes. Still, Krazy Ivan is 
something you must at least check out, if only to see some amazing 
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tains, and trees; I'd expect that. But suburban France? Central New textures and amusing video. -Takuhi 
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Saddle up. 'Cause at dawn you ride 

the death pony. And it' s gonna he 
pure neck- snapping, retina-tearing 
speed! You see, SaLar Eclipse™ 
boasts third generation 3D technology 
for the highest frame rate ever. That means 

tent-pitching velocity for our latest space 
combat n' carnage convention. But hey, it's more 
than some cosmic speed trip. Your mission's 
to battle a computer gone HAL -with all the 
high-tech weaponry your top gunWet dl 631X1 
can handle. And where are you dancin' 
this metallic lambada? On the new 
Sepa Saturn , of course. Oh yeah, you'll be 
smokin' mister. But don't bother cracking a 
window. It's 32 -bits of solar 




Pick from a shiny collection of do-it-yourself death tools. E-Z 
High Explosive Plasma Guns, convenient Thermal Tracking 
Missiles, handy Pulse laser Cannons. (Tool belt not included.) 



Choose cockpit or chase plane view while screaming thru 3D 
texture-mapped worlds. Jagged asteroid fields, fiery planet 
surfaces, lava filled caverns, and other sunny destinations. 



Working around the clock, scientists in our speed lab achieved 
hyper-realistic Full Motion Graphics. Our secret? Ass-kicking 
proprietary engine parallel processing with Ed's 72 Pinto. 


windbum out ther e . 



Meet Claudia Christian as the tough Major Kelt— She's nursing an intergalactic grudge against 
you the size of Uranus. 40 minutes of Full Motion Video let her hone her ball-busting ways. 




Call 1-800-771-3772 for game rating information. 

Crystal Dynamics and Solar Eclipse are trademarks of Crystal Dynamics. Seta and Sega 
Saturn are trademarks ol SEGA ENTERPRISES. LTD 01995 Crystal Dynamics. All rights reserved 
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Scavenger is host to some ol gaming’s ___ 
most talented design teams, and their lat- f.'; | iXn 
0 ft offering, Lemon’s AMOK , is one of the •. 
best third party Saturn games thus far. 

Combining fluidly animated polygons and bit i 
mapped sprites in breathtaking real time • 
environments, AMOK will take you places you . 


complex mission ops set in grim, 
dimly-lit futuristic environments - 
post-war 2047. You pilot a futuristic J 

I land crawler on land and an underwa- 
ter sub-craft by sea through each mis- / 
sion as you search and destroy, I 
I secure items, aid allied forces, J 
» search for secret hidden areas, and 
complete each scenario of the com- 
plex missions. , 

The 3-D environments in AMOK are *■ 

, fast and seamless, and while theRE is ) 

| some pixelization on the terrain itself, 

I the enemies, even when 
scaled all the way 

\ in, remain very ^ ♦ j 

1 detailed, something 
\ usually not afforded f 

| the 3-D action 
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and your Saturn have never been. 

AMOK revolves around increasinalv " J 
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genre. I’d have to say that Lemon s is the 

best 3-D engine I've yet seen on the 

young Saturn. The gameplay in AMOK is 

both complex and extremely challenging, 

requiring much strategy, patience, and . . 

shooting prowess. You won't beat this 

game in one sitting; AMOK is the real 

thing. The missions - which by the way 

aren't timed, allowing you the freedom to explore - require memorization of , 
enemy soldiers, and other hazards that lie in your path. The best on screen 
compass I've ever had the pleasure of following is in tow as well, to help 
you find your way. The control in AMOK is, simply put, perfect. Never have 
I controlled a polygon character that reacted so well to its environment. 

These hyper animated lil' beasts look utterly fantastic when they're moving. 
The land crawler can climb small mounds, and romps around like a pissed 
off little dude, and the sea craft can float higher than the standard plain to 
reach power-ups, missiles and what not. And finally, bringing all this 3-D 
joy together, is a perfectly matched soundtrack. The music in AMOK really 
puts you in the mood of the game, adding 
an air of despair and paranoia. In the 
effects department, even though the Saturn 
cannot do light source shading you'd swear 
« it's in here; the explosions are transparent, 

< and the scaling is, as I mentioned, excel- 

lent. The art and overall presentation of 
AMOK are also of the high- 
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est quality. Quite simply, 3-D 
gaming doesn't get much better than this. 
AMOK is high action with wild shooting 
and bombing, but it's not just mindless 
mayhem. I can pretty much guarantee 
you, if it says Scavenger on the box, 
t there’s power inside. -E. Storm 
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# OF PLAYERS - 1 


DIFFICULTY - ADJUSTABLE 
AVAILABLE - NOW 



E. STORM 


IT DOESN'T GET MUCH 
BETTER THAN THISI 
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As the city ol Luminicity mourns the death of Its king, the heir to the 
throne must be on guard from the sinister Baron Dark. For the king's 
cousin has brought rumors that the Baron is plotting to 
steal the Light Star Crystal, the mystical source ol 
Luminicity s power. In his time ot sorrow, the 
\ young prince does not take notice ol the baron's 
- shadowy figure gaining entrance to the Light 
• Star Chamber. " Ah 


As the crystal is lorn from its 
home, sirens are triggered throughout 
Luminicity summoning the prince to save the 
kingdom from destruction. 

■S Prince Justice lunges at the 
baron. The struggle splits the 
crystal, unleashing its enormous 
powers. The power ol the crystal 
has transformed Baron Dark into 
a living skeleton. The heroic 
‘ Prince Justice has now become 
Prince Light Star, the only mortal 
y with enough power to battle Baron dark 
’ and destroy his Skeleton Warriors. 



Picking up where we left off in our last SW update, as you’ll m t ' Afcgi* 

recall all that was supposedly left to complete this ultimate ' ' \ » 

Saturn adventure was some tine tuning... and tune they have. . , . , , j 

The tinished product is as spectacular a Saturn adventure you 

may ever take and, is accompanied by hands down the best 

game soundtrack in US gaming history. Tommy Tallarico dug 

deep and exhumed a soundtrack that goes beyond bone chilling, 

straight to down right unbelievable. Major motion pictures 

aren’t scored this well. Skeleton Warriors is high drama. 

Accompanying this Conan-esqM music is a 
game full of rendered glory, Prince Justice, the 

Skeleton Warriors, the backgrounds... They are all absolutely breathtaking. If there is one reason to hold 
« ' your Saturn dear, while we wait lor more power from Japan, this is it. 

• As previously stated. SW is comprised ol three play schemes: action/swordplay, platforming, and 3-D 

/ , shooting. The latter half of the adventure sticks mainly to solid adventure while the back half is laced with 

t- zoomed-out high intensity platforming. You’ll dangle over cavernous regions while battling both airborne 

and oncoming enemies, aid be required to pull off some 


pretty accurate leaps ol faith. This 
aspect of SW is welcome indeed 
and quite a surprise, being that the 
game is made up 
of a completely -A 
rendered cast of 
characters. 

Between the tri- [ i 
stage areas lie 
impressive 3-D l 
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shooting sequences over a vast 
playfield. 

When it comes to special 
effects, well... this game is a 
special effect. In literally each 
and every level, you will see 
eye-popping visuals, such as 
scaling in and out of the envi- 
ronment. transparencies 
galore, snow, beautiful explo- 

> ,v 

mated backgrounds, translu- 
cent enemies, huge scaling 
boulders, and. ot course, truly 
demonic bosses worthy of the 
game's dark theme. 

1 do. however, believe it or 
not. have one small complaint. 
Hey, it's my job. When the 
prince negotiates downhill ter- 
rain. if you simply let him walk 


sions, mega line scrolling, ani- Put your platforming skills to the test in “ The Aracuba Temple." down, he'll simply slide stand- 
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Speaking ot early, can you imagine what Neversoll s second Saturn game will look 
like? Scary. This is their lirsl time out on the Saturn and I'm aching for more. 
Playmates has definitely struck program- 


A /J ming gold. As you can see in my hyper- 

4 dinky intro shots, there is a detailed and 
, . — , fantastically narrated and animated open- 

, i»\' Y ' cr — ing cinema that opens Skeleton Warriors. 

It's lull screen and rivals PlayStation FMV 
Absolutely no low budget actors involved, 
it s all SGI. and it's as dark as the game 
itself and the evil thal lies within it. If you 
own a Saturn you simply must have 

„ , . , . , , Playmates' Skeleton Warriors. It's that 

Prmce Light Star discovers Why they sjmp | e , E S)orm 

cad this place "Siminia. " 
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In "Luminicity" scaling platforms test your shills while the enemies complex attack 
patterns test your patience. Everyone's yot a gun here. 
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Ride thcroyal Harley hetu/een acts and blow off some steam. 
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as if this is the best,the,system could do. A much better 
version should be possible. 

At GameFan we rdvidw games in comparison to others 
on the system, but I feel I have to compare this incarna- 
tion otJoshinden to its p redecessor. First off, the beauti- 
ful Gouraud-shadetf characters are gone, replaced with 
rough-edged doom-dudes. Ellis’s translucent iacy 
undergarments are now clusters of 
SEGA/TAKARA pixels and the exp losions # „ . - 
caused by special moves * 

SEGA are no longer transparent. 

■ The polygonal backgrounds L -'"' 

have even been replaced 
. ].£ with VF2-esque parallax, 

and Gaia's mind-blowing S'’ 

ADJUSTABLE donut stage has been 

reduced to the barrel effect • 

NOW in Castlevania IV. fin the a 1 * 

plus side, the gamb nearer 
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i c , , ■ Gupido... and she just does- 
* n't fit. The other members 
y of the group brandish scary 
equipment like sickles, 
eight foot long blades and 
■ ’ outlandish arhior... Cupido 

" v3B|i wears a shawl and carries 

H Her stage is amazing, 

»•••* with four layers of cool parallax and 

a transparent arena... and she has a neat win quote: 
"Towa ni nemure," or "Sleep for eternity.*’ (Sorry, after 
certain people claimed I couldn't read Japanese after my 
Lunar: Eternal Blue review. I have to stress the fact I do 
every chance I get!) 

If you've never played or seen the PlayStation 
Toshinden or you're a Toshinden freak that must know 
each character's storyline you may think Toshinden S is 
pretty cool, but there's a much better alternative: VF2. In 
the meantime lets pray they don't attempt Toshinden 2. 


stows eaclt^|M» J^Hjj 

sports many new samples, the fl 

gameplay seems a ladtighter, 

and there’s a cooljHHfc 

intro., to say nothing of all the 

new modes and features of the 

Saturn version. 

The only redeeming features in this game are the ultra- 
slick Retsuden Mode and the somewhat cool new charac- 
ter, the "Scarlet-Eyed Degenerate Angel" Cupido. The 
Retsuden mode is a story mode in which you only fight 
four characters, plus the three bosses, but before and 
after each match you hold a lengthy conversation with 
your opponent. Often times these cinemas give you ng 
desire to defeat your opponent - if you beat poor Ellis 
she'll never meet her father; Kayin'II never get to avenge 
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DEVELOPER - CAPCOM 

a /lffln » •- 


PUBLISHER ACCLAIM 

Capcom is getting shockingly fast at these home con- 

reduced to 50% frameage. There's probably no way 

FORMAT - CD 

versions. Alpha in three months, and A '-Men in less 

that even the best Saturn programmers could have ere- 

# OF PLAYERS - 1-2 

DIFFICULTY - ADJUSTABLE 

AVAILABLE 1ST QTR. 

than half a year. This is all well and good, but they 
afwavs time the home releases with a new arcade 
upgrade. Yes, we're getting near-perfect translations, 
buUt’s just not as exciting when the shiny new sequel 
is out at arcades. 

Still, X-Men is a must-buy for fans of the arcade 

ated a perfect arcade port, as 32 megs of RAM just 
ain’t enough to store all the Irames ol the 300-meg 
arcade original. 1 must stress, however, that the game- 
play is 100% intact, and the game is still breathtaking; 
the backgrounds alone display non-stop feats of graphic 
ingenuity, from the three-level Mojo World to the 

Satfb' 

Wi 

game. It plays exactly and looks relatively like the 
k coin-op: All the insane, twenty-screen-high back- 
5 grounds are present, but the animation has suffered 
slightly because of RAM limitations. The cut-off point 
hovers somewhere around 2/3 of the original frames, 
but in extreme cases some characters have been 

astounding Danger Room which shimmers in and out 
between three holodeck-style background themes, each 
complete with their own scenery. For instance, the 
underwater theme has manta rays and schools of fish 
swimming around your feet. I'll be back with a review 
of this excellent Saturn fighter next issug. -Nick Rox 
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Along with the shimmering Skeleton Warriors ROM. we so 
graciously received from our friends at Playmates, came 
our second update on Saturn Jim; Jim 2 that is, swimmin' 
pools-movie stars. Lemme tell ya. EWJ 2 is lookin' mighty 
fantastic. They've added quite a bit since last time as Jim 
is currently at 80% completion (as of Dec. 16) and should 
be ready for a January release. Take note. Jim fans... 

New Peter Puppy. BIG castle in Anything But Tangerines 
complete with mind bending parallax, gobs of scrolling 
contracts in ISO 9000. and so many colors that if you “play 
with it long enough, you'll go blind.” To top off all this 
wormy joy. the soundtrack is sparkling in vivid CD sound 
and the voices are terrific. Saturn Jim. Jim Saturn, there 
you have it. I'll see ya next month with a big ol' EWJ 2 
Saturn review. 'Til then, remember, it’s the size of your 
worm that counts! -E. Storm 






It's 26 levels of 
car-to-car combat. 
Customize buffed 
monster-stompers 
with trick engines 
and air-grabbing 
jump jets. 


Hate cheesy 
acting? Watch 
two trash-talkin' 
jerks rip on the 
gratuitous video. 


jrance that this product meets the highest quality standards ot SEGA™. Buy games and accessories 
I they are compatible with the Sega Saturn™ System. 


$ 


With our unique, 
head-to-head 2 
player game, grind 
a pal's ego into the 
asphalt. It's cruel. 

But there ain't no 
2nd place. 


Get a load of 

Interceptor Extreme 11 ; 

the chaotic death-capade featuring wicked 
4-x4s ard a blood-thirsty ar senal. 

Red-line across the galaxy' s most intense, 
32-bit texture-mapped terrain, 
switching an the fly between COCkjpit 
and chase view. Careful, thousjr. Grabbing 

massive air could „ 

crush a kidney. Or two. 


Available cm the Serra Saturn " 1 and PlayStation' rrarre console. 


DYNAMICS' 






' Our doom will soon be upon us, unless you can 
"'stop it! Cyberia was one of the nicer FMV adven- 
tures’to hit the PC back in 1993. Now, as a two-year-old game 
with a new eye-candy shell, it's set for its debut on tbe Saturn. 

Cyberia is set in May ol 2027. You. Zak, are a prisoner being 
held on charges ol grand theft (you stole one-ball-trillion dol- 
lars). During your horrilying stay at the Pentagon's prison, 
you’ve been brutalized and left to ponder your own fate. One 
day. for no apparent reason, you were suddenly taken out of 
your cell and down to the local Free World Alliance comman- 
der. He was all smiles as be announced that he had a job lor 
you. A mission... undercover. 

From there on, the story unfolds. You are to enter a mysteri- 
ous floating complex located in the middle of nowhere. Once 
inside, you will find your way to tbe awesome Cyberia 
weapon. When you asked what you were to do with it. you 
were simply told to stay with it. You were also told that a 
“clean up" crew is only 24 hours behind you, so watch out. 

Those who enjoyed the original VGA version will find this one 
much more appealing than it was in 256 colors. The rendered 
movement is much, much cleaner, and the visual effects have 
been touched up to 32-bit level. In most places, everything 
moves, animates, and basically “clicks" together to form a 
smooth, continuous gel. Challenging puzzle and arcade ele- 
ments make up the game. 

The puzzle elements are excessive. One puzzle that comes 
immediately to mind is the disarming seguence ol a time- 
bomb counting down to detonation. This seguence, like the 
others, is ruled simply by the law ol averages: fail, tail, fail, 
pass... Eventually, you have to get it right! 

More enjoyable are the arcade sequences, where you find 
yourself in the middle of a shoot-out, defending the complex 
from attack, or in the cockpit of an attack aircraft, actively 
seeking the enemy. Your targets in the aerial attack scenes 
are enemy ships and aircraft. Some areas can simply be 
blasted through with a nominal amount o! shooting prowess, 
but some other areas require a bit of intuition and strategy. 

The vast majority of the game is spent exploring in one way 
or another. When you come to a proverbial “fork in the road," 
it’s best to examine all options carefully. Tbe “fork” can be 
anything from a choice in paths to whether or not to kiss Gia, 
your friendly female contact. Other areas will involve timed 
actions, such as deciding when to pull your firearm and blow 
away an enemy century. In tbe end, the choices you make will 
have a big impact on the story and how the game progresses. 

After playing through two versions ol Cyberia, I’d say the 
Saturn incarnation is easily superior to the PC version. You 
get more of everything, and the ease of use that comes inber- 




SEGA SATURN 


ent with a game console. Still, the game is over just as soon as you figure out the tricks of the trade, so it really lacks replay value. 
If you liked the original version and want to see more of it, you should consider this one. Those with a short attention span and/or 
an uneasy feeling about FMV-hased games, however, may want to pass. This is one for the PC crowd. -The Stalker 
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Just when you figure Sony fp 

has the 3-D battle for suprema- O* J \5 LT 
cy well in hand, here comes an 
unbelievable game, not out of AM2 or f \v v m 
some multi-million dollar mega effects 'm 

house, but from the yet undiscovered 1 

Scavenger. If I were Sega or Sony I would \ 
be camped at their doorstep, but hey, what do 
I know? Well, I know that the Saturn cannot do 
light source shading, 3-D transparancies, and has major 
re-draw problems inherent in the hardware. 


3 nl HP However, Scorcher has no pop- 

13 LIU Li up. what looks like light source 
shading, and viuals to die for. 

Scorcher is, smply put, beyond anything we've 
^ seen in the genre. Previously I’d only expect this 
y power from a coin-op. 

* As we go to press, Scavenger's Zyrinx team are 
assembling the final product now that the amazing 
engine and rendering is complete. If all goes well, 
we ll have a review for you next month. Prepare for the 
ultimate in 3-D combat racing. -E. Storm 
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Upgraded from the PC version with faster frame 
rate and belter sound. Argonaut's Creature Shock is 
on the way to Saturn, courtesy ol Data East. This 
3-D point, click, fly, and blast FMV 
corridor game was received fairly well A N T~ 1 
in its last incarnation, but many crit- r |\| II 

ics and players wondered why the J I I L Q 

Hying seguences were so... well... I l T -r 

lame. The good news is Argonaut 1 / fl 

(developer of StarFox ) is spend- \ I ' I j 

ing all the time necessary to V I l J 

COMPLETELY redo the flying 
sequences, so even if you've 
played CS before, you should 
view it with a fresh eye. 

Creature Shock starts off with 
a kilter FMV story segment, of 
which there are many scattered throughout as the 
story unfolds. It's the 22nd century and. due to the 
overpopulation ol Earth, probes have been launched 
to determine the most hospitable new home for the 
masses. One ran into a nasty organism... now 
you're a solo pilot on a recon mission to find out 
what happened. After you get swallowed up. you 
step out ot your ship to explore on toot. 


From there it’s classic Sewer SAartr-type game- 
play. but on loot. You point and click on which ot 
up to three corridors/directions to take, then the 
game automatically plays the FMV 
r“| I \ [~ Your movement cursor turns into a gun 
| [ \ site when danger threatens, which can 
I I I —take the torm of hats, slugs, alien sot- 
| ' r diers, spiders, and multi-tentacled 

I ■ I '< bosses. You have regular guns, a flare 

1 J \ bomb, a smart bomb, and a shield 
• 1 move, so there's actually a bit 

more strategy than just how fast 
you can aim and press the but- 
ton. Most of the larger ene- 
mies have very specific weak 
points, so you have to be cre- 
ative to bring them down. 

The lull-screen, light-sourced visuals are extraor- 
dinary in this game, but keep in mind that’s due to 
the pre-rendered FMV. not generating graphics on 
the ily. We ll be back with a more in-depth review, 
with shots of the forthcoming flying sequences, 
when Argonaut finishes this one off. 

-Slasher Quan 
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... There Are Three Ways To Defeat Mortal Kombat. 3... 








L KDMHATJ 
.KIM PAD 


^vyrcuamable 

For \Jm On SONY™ PSX 

♦ Master almost every fighting move. Fatality, Babality, Animality, Fits, 
Friendship, Combo, and finishing moves for all 1 5 fighters including Smoke! 

♦ Activate all the VS. codes at a touch of a button! 


For SN€S™ & Sega Genesis™ (He Have 
2 Kontrol Pads & 8 Different Kards! 

4 Version 1 includes 3 Kards with codes for 
Cyrax, Sektor, Stryker, Kabal, Kung Lao, 
Sheeva Sc Sonya Blade 

4 Version 2 includes 3 Kards with codes for 
Sindel, Sub Zero, Liu Kang, Kano, Nightwolf 
Sc Jax 

4Just plug in the supplied Kards Si play! 

4Use the Mortal Kombat 3 Kontrol Pad for all 
your favorite SINES™ & Genesis™ games 
with optional Kontrol Kard upgrades! 

Mortal Kombat 3 Pad - Version 1 $49.99 
Mortal Kombat 3 Pad - Version 2 $49.99 
Optional Kard Set 1 $39.99 

Optional Kard Set 2 $39.99 

Bonus Kard Set: Includes all VS codes. 
Smoke Moves, and Shang Tsung Moves 
Sc Morphs. Only $39.99 


Programmable Kard 


Program 
Favorite Codes 

♦ (Now program your favorite codes for any Sony™PSX 
game onto the supplied Programmable Kard. 

♦ Program up to 32 special moves onto the supplied 
Kard, erase Si change the moves at any time! 

♦ The Programmable Kard holds memory without a 
battery. Customize you own fighting Kards or buy 
preprogrammed Kards with the moves already made 
for you. 

♦ Comes complete with a code book containing 
over 1 000 moves for Mortal Kombat 3™, Tekken™, 
Toshinden™, X-Men™, Dark Stalkers™, Primal Rage™, 
Tekken 2™ & More! 

Mortal Kombat 3 Kontrol Pad $49.99 

Optional Programmable Kard • PSX Only $ 1 9.99 


If you can't find our Mortal Kombat 3 pads at your local dealer simply call: 

To Order Call 203-395-3090 Or Fax Us At 203-388-0084 
Or mail your order along with a money order for the total amount to: 

Innovation 
P.O. Box 360 
Old Saybrook, CT 06475 

Specify SINES™, Sega Genesis™ or Sony PSX™ versions when ordering. 

Add $ 10.00 shipping Si handling for the first item plus $5.00 for each additional item. 

SNES'“ is a trademark of Nintendo Of America. Sega Genesis™ is a trademark of Sega Enterprises, Ltd. Sony™ is a trademark of Sony Corporation. PSX™ & Playstation are trademarks of 
Sony Computer Entertainment, Inc.. Mortal Kombat, The Dragon Logo, MK3, and character names are trademarks of Midway Manufacturing Company. MK3 Kontrol Pad distributed under 
license by Williams ® Entertainment , Inc. All other product names are registered trademarks or trade names of their respective companies. 

Vtf/u/i/rnsk 
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Cybermorph was without a doubt the best 
game available at the time ot the Jaguar's 


“music" is 


REVIEW 


launch. It had action, it had exploration, and it no-ambient 


had a sultry little blue head, all adding up to blue hea 
make an excellent 3-D shooter. Now words HI 

Battlemorph looks like it s ready to follow in its manner, 
predecessor's footsteps, and do the same lor 
the Jaguar CD. 

Nothing’s changed too drastically ft 

from Cybermorph. You , ^ 4 lh % * 


blue head is back, say 
words like "mapping' 


TAKUHI 

AVOID THE GROUND. . 


still pick a planet, fly ft ■ 1 ■ 

around looking for stuff. 1 V % % 

and basically just explore 1 M 1 % 1 

lots ot weird alien worlds. » 

As you'd expect from a - I 

CD-powered sequel, just Aft A % ft 1 

about every aspect of the ft 1 1 

game has been improved. 1 ft tt' 
though some only subtly. 

Graphically, your ship has 
better animation, the worlds for the most part 
have remained gouraud-shaded, and the struc- 
tures have been texture mapped. The biggest 
change, however, is in the audio department. 
Yes, thanks to the power of CD, weird vibra- 
tions emit constantly from the speakers of your 
TV. enter your eardrum, and are translated by 
your brain into something the Atari calls 


h a ft objectives. There's lots of 

% little Descent-like twists, 

k such as switches on walls 

_ a ^ ft you can shoot to open 
I JHl doors, and very cool 
l -A 1 * \ warp tunnels that take 

M ^ ft f you to hidden locations. 

R » * You can now go underwater, 
complete with waving seaweed and a rippling 
ettect that even changes the music. 

Battlemorph certainly won t blow anyone 
away with its 3-D capabilities, but it has every- 
thing you liked about Cybermorph, to a much 
greater extent. There are more worlds, more 
ways to explore, more weapons, and more 
mission types. This one will definitely keep 
you busy lor as long as it takes for another 
good Jag CD title to hit. -Takuhi 
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a mixture ol soothing 


(pictured all over this layout), they just get madder. 

The beauty is that patterns can be mastered in each area. The game is total- 
ly do-able for hard core shooters. It just lasts a good long time... like forever. 
You w/7/play this game repeatedly if you like shooters. Also, as you can see, 
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IREVIEW 


’CdT I never thouglii I'd say this, but, yes, a 
>pn full-motion game has entered my per- 

sonal Top ID of gaming. I loved Don 
S Saturn and 3D0, but its hyper-grain 

t“ bothered me. Now Dean finally be 

SB enjoyed the way it was meant to be; 

l£ with crisp, vibrant, television-quality 
m visuals and all of the little scraps that 
Q were left on the cutting room floor of the 
j original intact. 

f The D plotline has been told many a time 
, in the pages ol GameFan, but I will recap: 

| Richter Harris, a well-respected and _ 
upstanding doctor, has shot and 
killed several patients al the Los 
Angeles Community Hospital. 

Unable to enter the building tor 
fear Richter will slaughter the remain- 
ing patients, the police are helpless. 

Richter's daughter Laura sees all of 
this on the evening news and races 
to the scene. The officers allow Sm 
her to enter the hospital, 

.* z thinking perhaps that Laura 
n. might be able to calm her father down... 
fy., 0 is, at most, a little over an hour long, 
i You have very limited options; all you can 
do is move and use items. "How can it pos- 
sibly be such a great game then?" you may be 
musing. The main component Here is theme... D 
is 70% theme, 20% brooding, atmospheric music, 
and 10% gameplay. There are no challenging 
puzzles to be found here and nothing that will 
stump you, for very long. You may not com- 
, plete Syour first try fy x ou are timed) but 


through... You need to know what's behind ■ 
that door, what's in that chest... D is totally A ■ 
addicting. And totally frightening. Imagine 
strolling down your hallway, opening a door, 
and seeing two corpses impaled on spikes, 
accompanied by masterfully composed suspense- 
ful tuneage. D is full of scary little tidbits like this, 
such as a hand reaching out from a mirror, a bowl 
of w ater becoming blood, and a mosaic eeri- 
smiling and giggling at you. The 
^^most frightening parts of all, 
H^^^^^Bthough. are the ultra-psychedelic 
Hfiashback sequences, one of 
which features our heroine nib- 
^^bling on a human forearm! Yeah! 

That's what I want in my game! 

D can be completed with no 
knowledge of Japanese, and should 
^therefore be purchased by all import buyers. 

Even if you’ve played the 3D0 version, you need 
this one - the visuals are improved 100%. 

Acclaim, who published D in Japan, would be 
insane not to release this in America. Warp's next 
project on the PlayStation is the mysterious game 
Eo, which carries the unlikely slogan of “You Get 
Them Open.'' Eo features Laura in a parallel uni- 
verse. Hmm... was this because Warp loved her 
so much, or were they too cheap to model another 
character? We ll be back with more info on Eo as 
soon as possible. -Nick Rox 
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One of the many lost gems of the Irem legacy, it’s nice to issue, and wins hands down when compared to this ver- 


see In the Hunt finally making the rounds on all the home 
systems. If you haven't played In the Hunt, you shouldn't 
assume from the shots that it’s going to be another R-Type 
or Darius... In the Wu/tf really is a breed apart. The action 
is slow, but intense. An apparent contradiction, but you’ll 
understand when you play the game - there's so much stuff 
coming at you, that the action has been intentionally 
slowed down to give you a second or two to think about it. 
In addition to that, you have to cope with enemies both 
above and below the waterline, and it'll take some serious 
thumb-twisting to handle both zones adequately. 

In the Hunt for the PlayStation was featured in our last 


sion. The Saturn version has an unfortunate 
excess of choppy slow down, erratic ani- 
mation on your ship, and no arranged 
soundtrack. In return for these trade- 
offs, all we get is a nice little CG 
intro... That’s not a fair trade. If a 
Saturn’s all you've got, this certainly 
isn’t a worthless title, but when com- 
pared to Darius Gaiden and Layer 
Section (Galactic Attack), its age and 
poor programming definitely start to 
show. -Takuhi 
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Few. it any. of you will remember SunSoft’s excellent arcade c » 
game Ga/axy Fight , the title that stretched the limits of the • X 
Neo*Geo farther than ever seen before... or since. Although 
the game system wasn't the greatest, it was well worth playing 
if only to gape at its incredible visuals. These 16-bit effects are x 
quite impressive even on Saturn... five layers of parallax, full-screen 
scaling, and a line-scrolling floor are commonplace. V 

Happily. SunSoft has ported Galaxy Fight to the Saturn... with excel- 
lent results. What you get is exactly the arcade game, with a new J 
Toshinden - style mode that allows you to perform special moves with one 
button press. The game play system is based around three attack buttons 
increasing strength and a taunt button - there are no buttons specifically ffj 
punch or kick. Combos require literally no skill to perform in GF - slammii 
the buttons will get you a devastating six or seven hit combo. In a way ttu 
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cool, but seasoned fighting enthusiasts will probably prefer a 
talent-based system. The most interesting aspect of the game system are the 
stages with no boundaries... corner traps do not exist in Galaxy Fight. 

The background graphics are gorgeous, replete with dazzling parallax, line- 
scrolling effects and Samurai-e sque scaling. The characters are a tad small 
(probably so that the Neo could handle the BG's), but the art is exceptional. 

The music may be the best thing in GF next to the visuals. You'll find a hyper- 
cool' mix of rock and traditional Japanese tunes that fit the game perfectly. 

If you're searching for a visually mind-blowing 2-D fighting game for the 
Saturn, or if by some strange chance you actually played the arcade game. 
Galaxy Fight is well worth a purchase. I'll be back with a review of the upcom- 
ing PlayStation version soon. -Nick Rox 
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REVIEW 


DEVELOPER KONAMI 
PUBLISHER KDNAMI 
FORMAT CD 
# OF PLAYERS -1 
DIFFICULTY INTERMEDIATE 
AVAILARIE NOW JAPAN 


§E 

TAKUHI 

KONAMI, PLAYSTATION HARD- 
WARE, AND A GREAT RPG CON- 
CEPT. HOW CAN IT FAIL? 




H 


Oh, the joy! First there 
was Arc the Lad, which 
was a great RPG... for all 
8 hours it lasted. Then 
there was Beyond the 
Beyond, a true conven- 
tional RPG with a long 
quest, that was just so 
incredibly dull and unoriginal I could barely take it for 4 
hours. And then there was Fujimaru (shiver), but I don’t 
even want to talk about that. But now, thanks to 
Konami, the PlayStation has its first epic 
RPG, with plenty of length, plenty of orig- 
inality, plenty of 32-bittedness, and 
the most enthralling quest I’ve 
played in a long time. 

As the son of Tao MacDonald, 
the military commander of the 
Red Moon Empire, you have a lot of 
expectations to fulfill. As the game 
begins, your father is sent off to bat- 
tle, and you begin your service to the 
emperor, taking over some of your 
father’s responsibilities. The experi- 
ence proves to be an eye-opener, 
as you and your friends dis- 
cover the empire’s leader- 
ship to be corrupt, immoral, 
and oppressive. When your close friend Ted is targeted 
by the empire because of a 300-year-old grudge, you must 
stand up to defend him, defying the empire and bringing 
shame upon your family. At that point, your only friends 
become the members of the underground revolutionary 
movement, and after a series of similar conflicts, you find 
yourself at the head of their army, scheming to overthrow 
the empire, even if it means going to war with the father 
you love and respect. 

Now that is a storyline with teeth. To back up this 
powerful plot, the game has an army of supporting 
characters, many of whom have actual personalities, 
and emotions, and character development. Characters 
grow, mature, change, and even die (Odessa! 
Noooo!), and, in a rare twist, you, the player, 
care. Ah, the power of strong characters. It’s ; 
we see it so rarely. 

The first part of the game is your standard RPG quest 
as you run errands for the empei 


few hours into the game, 
you come across the 
deserted, monster-infested 
tower was the rebel’s army 
in days of old. If you can 
— reclaim it, you’ll have a 
«r place where you can 
assemble an entire army... 


Up to 108 characters. Now your task is to set out in groups 
and look for society’s discontents, in order to persuade 
them to join your cause. Once your army is 
assembled, you can go to war... And the battle 
system changes to allow you to fight army to 
army. 

Visually, Genso Suikoden is 
fairly impressive. The battles 
are cool, with lots of anima- 
tion, a few awesome effects (spells 
are particularly impressive), and a 
variety of camera angles. The over- 
head map. towns and dungeons are a 
bit weak, though. There’s almost no 
animation in the game’s world, and 
there's little variety in the dungeon. It's 
certainly not bad, but it pales in compar- 
ison to Arc the Lad and Rayearth. 
Musically, however, the game is astounding. 
Its only peer is Arc the Lad's stunning soundtrack. 
Typical Konami. 

We got Genso at the last minute, so I haven’t had 
time to play it for more than 5 or 6 hours. But what I’ve 
seen so far is impressive: good graphics, great music, a 
spectacular storyline, and an army of characters worth car- 
ing about. Ah, Konami... If only you made RPG’s 
more than once every 3 years... -Takuhi 
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MAGIC 


On your quest you’ll 
find a number of 
sealed orbs, each 
bearing the crest of 
one of the 27 (!) types 
of magic. An atten- 
dant at a magic shop 
will bind the contents 
of these orbs to a 
character you choose, and they will start accumulat- 
ing the spells for that magical class. Each class has 
about 4 spells, and instead of MP, you can cast each 
spell a limited number of times, depending on your 
level, until you 
rest and regain 
them. Fragments 
of these crests can 
also be found, and 
weaponsmiths will 
forge these onto 
your weapons to 
give you the bene- | 
fit of that magic. 




Genso eliminates the 
tedium of turn-based 
combat by having all the 
participants in the bat- 
tles act at once. Give 
them your commands at 
the beginning of the 
turn, and they'll carry 
them out simultaneous- 
ly, and at lightning 
speed. Strategic ele- 
ments include a variety 
of spells and attacks 
that require more than 
one person, a la Chrono 
Trigger. 


When the game begins, you can have only 6 characters in your party ; 
at any one time. But when your headquarters is established, you’ll ■ 
■ have a place to store all 108 of them. You < 
I can stop in at any time to get fresh party j 
I members, pick up a new vehicle, and , 

I see the stats on your army. As 9 
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f STREET FIGHTER ALPHA 
WE'LL PREVIEW THE SATURN 
VERSION OF SF ALPHA IN NEXT 
MONTH’S ISSUE. AS YOU'LL 
SEE ON PGS. 24&25, THE COM- 
PETITION IS FIERCE. TUNE IN 
AND SEE WHICH VERSION 
REIGNS SUPREME. 


SSnsUN ]24H 


GAME ARTS' SATURN REMAKE OF THE ORIGINAL 
LUNAR WILL BECOMING TO THE U.S. VIA WORK- 
ING DESIGNS. THE GAME IS DUE 
OUT (JAPAN) APR/MAY. A U. S. 
RELEASE SHOULDN’T BE FAR 
BEHIND! 


VAMPIRE HUNTER RELEASES THIS FEB. IN JAPAN AND WILL HOPE- 
FULLY MAKE A BRAVE ATTEMPT AT MIMICKING THE COIN-OP’S 
AMAZING ANIMATION. 


CLIMAX’S ULTIMATE ISOMETRIC ADVENTURE DARK SAVIOR 
HAS BEEN DELAYED AND WILL NOW APPEAR SOMETIME 1ST 
Q. 96. CASEY AND NICK HAD A CHANCE TO PLAY DS AND 
BOTH AGREE THAT THE 3-D IS THE BEST WE’VE SEEN ON THE 
SATURN YET. MUCH TO OUR DISMAY A US VERSION HAS 
NOT BEEN ANNOUNCED. I M QUITE SURE HOWEVER THAT SO A 
IS SIMPLY KEEPING IT UNDER WRAPS. THE US SATURN 
NEEDS THIS GAME! 


AFTER VIEWING FOOTAGE OF THE AMAZING SEQUEL TO PANZER DRAGOON. PANZER 
DRAGOON ZWEI, I CAN HONESTLY SAY IT IS UNBELIEVABLE! YOUR DRAGON IS THE 
OFFSPRING OF THE DRAGON IN PART 1 AND MATURES WITH YOU THROUGHOUT THE 
GAME! I’LL KEEP YOU UPDATED ON PD2 IN THE MONTH’S AHEAD. 






^.PILOT: 

■KISS 

VESSEL 

VANEA 


PILOT: 

6WION 

VESSEL 


PILOT: 

KUMA 

VESSEL 

lEXON 


'ILOT: 

IURYU 

ESSEL 


PILOT: 

TIEG 

VESSEL 


UCLEUS 
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After two heinously un-Technosoft like 
games, Hoi Blooded Family and Kyu Tenkai 
Pinball, I was beginning to think that all 
was lost. Had the Co. responsible for my 
all time favorite 16-bit shooter, Thunder 
Force 4, become a mediocre devel- 
oper 

best? it — 

Heverthion is ~ , k 

any indication the % 

answer is thankfully, no. 

Rather, they hadn't 

departed, just taken ^ (' 

temporary leave of 
their senses. 


gon based, Reverlhion does ooze 
that old Technosoft magic, incorpo- 
rating great detail, sound, and 
overall game presentation. Still 
linding their legs in a 32-bit world 
^ un-receptive to the side 

scrolling shooter and practi- 
■Q catty dominated by the 3-D 
H polygon fighter. TS has com- 
Wm bined elements of the two 
w aforementioned genres in an 
effort in an effort to attract fans of 
both and has 
succeed- 










lamera angles are last and sweeping and the specials 
i Impressive display of clashing polygons. The charac- 
ters themselves range from the slow and strong, to the 
last and weak with a variety thereof in 
£7Cjf| between. Each is piloted by a human 
t bearing the characteristics ot their 

respective insectuous/animalistic vehi- 
~~ cle. The game Is quite balanced, except 
tor the close range killer crab Jex piloted 
: by Kuryu, who simply annihilates all com- 


ers with his tierce clasp and throw, which 
l> ffJ’.iV is one of the many visual high points in 

iuV •> i Reversion. It you want to race through 
and light the main boss Kuryu will get 
you there in a hurry. Along with all ol 
This texture-mapped splendor, the game 
i'.'rrj.-'"-- Wr - ■ features three modes ol play (including 
a hi-res split screen vs. mode), a beau- 
tiful CG intro, and a memorable soundtrack. The only negative in 
the equation is Rev’s simple play mechanics and subsequent lack of 
depth. You won’t be doing any combo's or two-in- 

ones here. For their first true endeavor _ 

in to the competitive world of 3-0 poly- ,f ~ 

gon gaming I'd have to say that 

Technosolt has nearly redeemed them- Re t 

selves. Ot course, to complete the heal- ' . SMtUBJUl® 

ing process I’ll need a 32-bit version of T® 4 I 

Thunder Force. -E. Storm Ifeikfe J 
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HORNED OWL from SEE 

SCE's answer lo Virtu a Cop is coming Dec. 29th, and as usual they’ve spent 
a lot ol money on their rip-off, with characters by Masamune Shirow of 
Appleseed fame, a gun by Konami. and animation by a famous studio. 


^ i|| 

PLAY5TADIUM by BANPRESTO 

Banpresto is aiming at creating a series of PlayStation baseball 
games along the lines of Namco’s FamilySladium on Nintendo sys- 
tems. PlayStadium is 100% polygon-based and is out in February. 


CHICK FIGHTING GAMES 

The two most popular chick fighting games on the Japanese PC-98XX 
series are coming to your PS, in March and on February 23rd, respec- 
tively. Both add new features, like cinemas, line-scrolls, etc. 

PDLICENAUT5 from KONAMI 

Policenauts, the popular PC-9821 and 3D0 sequel to the mighty Snatcher m\\ make its way to the PS on January 19th. The graphics have been 
completely retouched for the PS version, new effects have been added and polygonal driving/shooting scenes have been added. We’ll bring 
you a review of Policenauts next issue. 


1DQQDDQ MWW 

FIREFLY by PIONEER LDC 

Pioneer is planning on melding Jumping Flash with a puzzle game 
and a shooter for release early next spring, and the result is the 
happy fairy game Firefly. 


5IDEWINDER by Asmik 

Asmik’s first PlayStation title is the Air Combat-e sque Sidewinder 
due in January. This one uses the link-up cable and Sony's new ana- 
log flight stick. We’ll review Sidewinder next month. 


ALIEN TRILOGY from Acclaim 

With the latest Aliens movie, Alien Ressurection , where Ripley is cloned via DNA (charred DNA) in the works, and 
a new high powered corridor game on the way, it looks like the greatest science siction adventure of all time will 
remain alive and well (despite the horrid 3rd movie) in the nineties. Alien Trilogy , based for the most part on the 
entire film series, looks like it has a chance to become the biggest thing since Doom in the world of 3-D gaming. 
What I find most promising is the amount of time Acclaim is allowing Probe to make Trilogy all that it can be. If 
all goes well, we’ll have an actual preview of AT real soon. Wow! That means you'll finally get to see good 
screen shots... these slides really sucked. But they're better than the ones in... 
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You have the POWER, in this contest you don’t rely on the luck-of-the 
draw. Ycwdetermine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes. It looks simple, 
but it's only the start Each of five more puzzles gets a little harder. But this time it's 
all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 
Computer Contest. Win a blazing fast computer with Pentium 133 Mhz 
processor, 16 meg. ram, 12 Gig. hard drive, CD-ROM, 17 ' monitor, modem and more! 
Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation; Sega Saturn; Virtual Boy; 3D0; and Atari Jaguar. Get all five or 
trade the ones you don't want for CASH! Bonus options include; 33 inch monitor, 
$1,000 in games, cash, accessories and more! 


Media Rig Contest The Ultimate Gaming Environment, 40 inch monitor, 
130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 

We re talkin' GAMING HEAVEN! 

Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue. 

In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at S1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don't know how many will play but typically 55% will have the 
highest score possible score to Phase 1, 43% to Phase II, 36% to Phase III, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 








(lucienne’s Quest) 
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I have to give Panasonic credit, they’re really 
the only hardware manufacturer who can brag 
that they've domestically released nearly 
every good Japanese game for their system. 
And since they brought us Guardian War 
n [ 1 1 1 [ 1 Af Microcabin's first 3D0 game. I think there's an 
ll [ If I [ UU excellent chance that they'll bring us Sword & 
Sorcery , Microcabin’s newest and most 
impressive game yet. 

*♦ Yes, this is Microcabin's 3rd attempt in the 3- 

D RPG field (their 2nd being Saturn's Riglord 
Saga/Mystaria ), and probably their best. 

Unlike the drastic 3-0 angles Riglord 
employed. Sword & Sorcery has a simple-but- 
impressive clean 3-D look. I can’t believe 
> 1)0 how much attention PlayStation's Beyond the 

Beyond got for its cheap little 3-D overworld, 
DEVELOPER - MICROCABIN when Sword & Sorcery beat it out by 2 months 
and had the entire game in the same style. 
PUBLISHER - PANASONIC including towns and dungeons. While the 
frame rate kind of hurts, the effects are of 
FORMAT - CD nearly Beyond the Beyond quality (as if that 

says a lot), pretty impressive considering that 
it OF PLAYERS - 1 this is the 3D0 (home to 3 frame-per-second 

BC Racers) we re talking about. 

DIFFICULTY - INTERMEDIATE If Powers Kingdom taught Microcabin any- 
llolll thing, it was that people like a little story in 

AVAILABLE - NOW their RPG’s. After a good but cliche-ridden 

attempt at a storyline in Riglord. Microcabin 

h decided against an overly dramatic save-the- 
world kind of story, and came up with a light, 
refreshing little quest. 

You play Lucienne, a giggly young 
lady with a lot of magic power but y . 
not too much common sense. Her / 
master, the greatest mage in the i 
land, left on an assignment of 
great importance, entrusting 
the tower to Lucienne. When ( * - 

Elgort, a man transformed into 
a werewolf, comes seeking 
Lucienne's master for a cure, /^3JI 
bored Lucienne takes the j 

A* al 3DO RPG, and one W** herSelf ’ and 3 Series Of i 

of the system’s few truly adventures ensue. Instead 
§ome 9 ou? 1 hlm7 his mus * of the usual mage-fighter- / v . 

| thief party members, your a 


supporting cast includes a charmingly weird 
selection of non-human species, including a 
Molebear. Golem, and winged Lizardman. 

Unlike their previous two releases, Sword & 
Sorcery is a real RPG, and is the first 
Microcabin game that’s been able to hold my 
interest the whole way through. The battles 
are well done, with lots of cool spells and 
techniques, and a bit of strategy in dealing 
with obstacles. And since the battles occur 
only in set locations, they never become so 
excessively frequent that you're afraid to 
explore the dungeons. 

The music is, as in Powers Kingdom and 
Riglord , masterful. Believe it or not, all three 
were done by different composers... I think 
the Japanese government should raid 
Microcabin's offices and force them to redis- 
tribute their extra musicians to other needy 
companies (cough, cough, CLIMAX, cough)... 
No company should have that much genius 
under one roof. Fortunately, Microcabin is 
finally releasing soundtracks, and Sword & 
Sorcery’s is definitely a must have. 

One warning for those of you who don't 
intend to hope and wait for a US translation: 
This is one of the few Japanese 3D0 games 
that requires the Kanji Buffer RAM that is 
found only in Japanese 3D0 systems. So if 
you bought your 3D0 on this side of the 
Pacific, you’re out of luck. 

Sword & Sorcery is a light, cute (but not 
childish) game that may not appeal to fans of 
the usual ham-fisted drama. But if you want a 
charming, well-designed, visually impres- 
\ sive and musically-stunning RPG on 
I your 3D0, write to Panasonic and 

ft. 4^ hope for the best. -Takuhi 
dHi *l| Or don’t! Mere minutes 
. before this page went to 

press ' we tJ0t the word from 
Panasonic... It’s coming 
; here, it's gonna be called 

Lucienne's Quest , and it’ll be 
^ « out round the time you read this. I 
Lyfl knew Panasonic wouldn’t 

N let us down! 







Head south from the castle, until 
you get to the signpost. From 
there, northwest will take you to a 
small mining town where you can 
get weapons, or keep heading 
southeast for Papachop. 


Qucienne has a Visitor... 


Elgort’s fellow townspeople 
were slaughtered by were- 
wolfs, ana now Elgort’s 
been turned into one as 
well. He's not happy about 
this, and comes to 
Lucienne's master for help... 
Instead, he gets Lucienne, 
and the two set off on a 
quest to save him. 



(jVJext, to 

To get to Miradore, the land 
of the wolfpeople (how PC of 
me...), you must go through 
the Chichibora cave. But 
there's no getting through 
there without involving your- 
self in the war between the 
Molebears and the Ogres. 

Help the Molebear leader 
with his wounds, and he’ll 
loan you his cowardly son, 
Miminaga, and send you to 
take care of the Ogres 
that guard the cave. 

Miminaga has a pow- 
erful earthquake attack, 
and his bow can hit two 
enemies at once, so 
always aim towards the 
back row. 



Chichibora ( avc The direct route to Miradore is blocked by stalagmites that can only be destroyed with the Ogre 
^ ^ leader's bludgeon. To get to him, you’ll need a pickaxe or club from the weapon shop in Babachop, 

to smash the obstacles in your way. Before you fight him, make sure you get the Tsuchi no Mashin in the chest outside his cave! 
This item can be used as often as you’d like, provided whoever uses it has the 100MP to spare. Since Elgort and Minimaga have 

_____ __ nothing else to spend theirs on, they should take advantage 

on 



ii-U'.'Mcnx. 


After a hostile reception at the town 
gates, Elgort confronts the werewolf leader. 
She claims that she turned him into a wolf 
to save his life, as he was dying when he 
found her. Although she claims she did not 
attack his town, she admits her people have 
been invading other towns. They have no 
choice, she explains, as a mysterious 
assailant named the Black Warrior had 
taken their children hostage, and were using 
that to force the wolfpeople to comply. 

Elgort is not impressed by her stories or 
her affection towards him, but reluctantly 
agrees to help save the werewolf children in 
order to save other towns like his. 




Although the Black Warrior is now dead, he was not alone. Lucienne, 
excited to have defeated one of the 3 great warriors of evil, begs 
Miminaga and Elgort to join her as she embarks on a quest to destroy the 
other two. Elgort declines the wolfpeople’s invitation to transform him back 
to human, in order to accompany you, and the leader of the werewolves 
gives you a spell that lets you summon a golem as your 4th party member. 

Head east to the desert town called “Wilderness," for your true quest 
has just begun. 
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CAL'S 


B y Ihij lima you roinl liii >, Oullus will lm liluy- 
iiicj llio upsUirt, wild card Oiiar 0 ar$ in liio 
Supor dowl (my pradicllon). and a full lino-up 
a! 32-foit sporls will iiavs ari'lj/oil for liio now 
year. So, in easy you’vo missuil UK ovor ilia pasl six 
months (Clod forbid), tlifs is liio boot buyer's (julifo 
you're gonna got. UK Sports proudly prasoiits: 
GAl'/IKKAM Spoil rs iVlilUAWAUOS ’% 

Chip, !(. Loo, and I voted on each category, biit 


you can sue there wasn't much controversy! A liter- 
ally UKMliii-iUiiJiiKIMIMO game was unveiled in 
every meaningful category this year, and sports 
gaming has never been hotter. It goes without say- 
ing that wo can’t wait for 'DO, See you next month 
with more 32-hit power! 

Kootball Game of the Year: 

Unanimous decision: NFL Uumoduy, PlayStation 
(Sega Sports) 

Uasoball Game of the Year: 

Unanimous decision: World Series Unssball, Saturn 
(Sega Sports) 

basketball Game of the Year: 

Unanimous decision: In liio iano, 

(Konami) 

Ice Hockey Game of tho Year: 

Unanimous decision: NHL fries OIL 


vis, PlayS 


Golf Game uf the Year: 

Unanimous decision: .Hobblo iJqlil 
Saturn (Saga Sports) 

Soccer Game of the Year: 

Unanimous decision: Worldwide 
(Sega Sports) 
fermis Game of the Year: 

Unanimous decision: !/-’/ a 
House/Japanese import) 

Racing Game of tiio Year: 

Unanimous decision: Soya Hall 
Saturn (Sega Sports) 

Overall Sports Game of the Year: 

!(. Lee: So mi Holly (Jlianinlon:;liip 
Cal: V-Tonnis 

Chip: Soya Hally Championship 
Winner: Sega Hally fJIniimiluiiohii i 


Super Tennis defined the word 
"addictive.” and the tennis 
masters at Tonkin House have 
kicked butt again. This is the 
best-playing tennis game of 
all time, destroying every- 
thing in its path with nine 
viewpoints plus the ability to 
edit views. Don't even stop to 
think, just buy V-Tennis and 
experience what it feels like to 
be “Wagassi." 


I really wanted to like this 
game (and I do), but it came 
up just a bit short. It's not the 
graphics... very nice texture- 
mapped polys. It's the game- 
play. The controls are way 
too touchy, and the feel is a 
bit off. Still, a recommended 
addition to your Saturn sports 
library. The music is death, 
by the way; hit mute. 


ft.*- 


V-TENNIS 
PLAYSTATION 
TONKIN HOUSE 
1-2 PLAYERS 


VIRTUAL OPEN TENNIS 
SATURN 
IMAGINEER 
1-4 PLAYERS 


Tonkin House has done 
Tennis is the defining 32-bit 
game with all the playability and 
smoothness of Super Tennis for the 
SNES (albeit in a completely differ- 
ent package), and the texture- 
mapped polygon glory of 
PlayStation. The nine perspectives 
(plus edit mode) truly define this 
game; there's just so many ways to 
play this game. I can't imagine any 
tennis fan not flipping out. The 
PCM music is actually very good, 
and I can't get enough of the 
announcer. 

fflSHEIll®] - 
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V-Tennis is clearly the choice 
among the two, but Virtual Open 
Tennis is a reasonably good game. 
Virtual Open plays fairly well with 
an amazing variety of shots plus 
dashing, but the designers went a 
bit overboard on the realism... 
accelerating and turning are a bit 
frustrating. The texture-mapped 
polys are nice and there are many 
modes ot play, but the music is 

C ly unbearable. Worth playing, 
I know better will come along 
(or the Saturn. 


I'm not as much of a soccer 
enthusiast, but this is defi- 
nitely a quality title. The 
animation is nice (but a bit 
framey), the screen move- 
ment is generally smooth 
(but a bit choppy), the soccer 
play mechanics are EA 
solid... Not up to the 3D0 
version but quite good. 


FIFA SOCCER 96 
SATURN 
EA SPORTS 
1-4 PLAYERS 


(&) (aj (sj ni l 

3D0 FIFA was so outstanding that I 
expected even more on the Saturn, 
but somehow I got less. The 
Saturn edition (for whatever rea- 
son) simply doesn't match the 
3DO. in the movement of the 
screen or the trame rate of the 
player animation. However. FIFA 
is still a superb soccer game in 
every respect. There are many 
camera angles, seemingly never- 
ending leagues, solid control, and 
decent sound FX (although the 
announcer’s twisted). 
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FIFA 96 

V rniAl «TTAIH1 1;.» A-Jv 

:.OC 

S ■ n 


rts Preview- 


PlayStation 


We’ve got an in-depth FIFA Saturn review this issue, 
and the PS version just didn’t fit... So here’s a quick 
peek. This game is in all aspects identical to the 
Saturn version, right down to the amazing FMV, 
solid gameplay and control, and amazing number of 
leagues and teams to choose from. I still don't get 
why these versions aren’t 
close to the 300. Oh well... 
still an amazing game. 




\ EA Sports has powered directly igk “-r» * r ■ 

onto the 32-bit scene with its % g 

entire line-up, but the competition 

in the sports arena has increased exponentially. With games like NFL Gameday and NFL Full Contact 
L to take on Madden, In the Zone and Total NBA to take on NBA Live , and NHL Face Off to stare down NHL 

96, the 32-bit sports war will be the biggest ever, and I can definitely say the winner will be you. However, 
with FIFA '96 for Saturn and PS, I can definitely say that EA’s worst enemy is itself. 

You see, the problem is FIFA for 3DO was, is, and for quite some time in the future could stand as, the 
greatest soccer game currently available. I really thought that the Saturn version would be just a better rendi- 
tion of the original, but unfortunately it’s actually not as good. The screen movement is a tad choppy, and the frame 
rate just isn’t up to the 3DO's. It’s hard to dismiss such a sin as creating a worse version for a higher-powered sys- 
tem, but seeing as how many Saturn owners skipped the 3DO, I will set this aside for now. 

FIFA offers seven glorious camera angles you can choose from, and once you lock on in, the game does some very 
nice on-the-fly shifting depending on the action. There are a variety of stadiums based on the many countries and 
leagues, which keeps the environment fresh and the texture-mapped polys look pretty nice from far away and up close. 
The gameplay is reasonable, albeit fairly basic by the standards I would expect from 32-bit. FIFA' s a three-button 
game and I would have liked the extra buttons to perform a few extra functions, such as a bike kick or header (as 
opposed to the auto-specials activated by proximity to the ball, which could certainly have remained an option). 
Turning could also have been smoother, it's just a little too deliberate. 

The sound in FIFA is definitely average. Not much is remarkable, but 
■E - the announcer has b '9 problems. Instead of a smooth 

■ i oo: 3 i transition from phrases to player names (fake by the 

| e way), the player names sound as if they were often 

recorded at completely different pitches from the 
action statements, which translates into noticeably W 4 
I * , s _ r A choppy commentary. 


FIFA 96 will definitely keep anyone who buys it busy, 
because there are countless leagues from around the 
world to play in, plus various gameplay modes. The FMV 
CG stuff in this game is some of the best I’ve seen, but 
that is pretty irrelevant to the actual game. Bottom 
line: worth playing, but either Sega’s Worldwide 
Soccer for Saturn or the previously-mentioned 3D0 FIFA 
would be money better spent. -Cal Cavalier 
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My two favorite game 
systems of all time, the 
NES and SNES (in that 
order), except for in a 
select few cases, didn't 
have the ability to hide a lack of sub- 
stantial gameplay behind texture- 
mapped. polygon SGI ACM CG/FMV 
B.S., and for that reason I kinda miss 
the 8/16-bit days. (You say they aren’t 
gone yet? Could have fooled me!) 

Anyway, if you ask a casual gamer to 

name the top S sports game of all 
time, not one will include Super 
Tennis. However, ALL diehard sports fans know Super 
Tennis was the best-playing tennis game of its time, 
despite the cutesy Japanese appearance (which I per- 
sonally liked). 

So. the GameFan office was brimming with anticipa- 
tion for the next tennis game from Tonkin House, creator 
of Super Tennis. Well, V-Tennis dropped the cabbage 
patch kids in favor of a more predictable texture-mapped 
polygon, fake-pros look. But without a doubt, the 
superbly playable feel of Super Tennis has been cap- 
tured, upgraded, redone, and quite optimized for the 
PlayStation. 

First, I must discuss the insignificant details that mat- 
ter more than any non-tennis fan realizes. In V-Tennis , 
you ARE playing tennis. Don't believe me? Try out 
these two literally extraordinary details for size: To 
decide service at the beginning of the match you SPIN A 
RACQUET, and after a point, in addition to the many pre- 
dictable animations you've either seen 
before or could have anticipated, the v 
geniuses at Tonkin included the losing \ 
player ADJUSTING THE STRINGS ON HIS 
RACQUET. 

Now that tennis fans have recovered from 
their double cardiac arrest, I will discuss the 
features any gamer/generic sports fan can appreci- 
ate. There are nine unique different camera 
angles, and yes, ALL of them are playable. 

However. I would consider some just fairly playable 
and others PERFECTLY playable, but each to his own. 

The main point is, this is not one of those 3-D ten- 
nis games that scrolls you off the screen at times, 
or forces an unbalanced match because the near 
side is much more playable than the far side 
(depending, of course, on the perspective you 


choose). 

The most shocking thing is that you can EDIT any of the 
perspectives by adjusting the rotation of the camera 
angle and its distance from the court, and then play 
from a newly-adjusted version of one of the pre-set nine 
views. 

Many tennis games suffer from a lack of variety, but 
not this one. There are four different surfaces (hard, 
clay, grass, and carpet), with all the realism and varied 
gameplay afforded by the physics of the surfaces. There 
are 16 total characters to choose from, and they even 
have the same phony names so you can identify with 
them (“Wegacy” instead of “Agassi”). But, best of all, 
there are seven different settings (ranging from stadium 
to indogr to different countries), and this adds SIGNIFI- 
CANT variety to the graphic images... the backdrops are 
fully rendered. 

The music surprisingly is also very impressive, for a 
' ; game. The announcer is entertaining, and there 
are some again extraordinarily realistic 
effects, such as the horn for shots that travel 
out on certain courts. 

Gameplay-wise, other tennis games have 
failed because they try to be too realistic and 


true in Super Tennis, and fortunately this is also not 
the case with V-Tennis. The game has just the right 
blend of realistic challenge and video game playa- 
bility, and a huge variety of shots plus dashing can 
be executed with the PS controller. I wish that 
dives were a bit more under your control, but I 
won’t nit-pick near-perfection. 

To my knowledge, No U.S. co. has picked up VT... 

- yet. If it doesn't surface soon I strongly recom- 

V 


Ul 

* 
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THE NEW KING OF 
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mend that you pick the import. V-Tennis is the current pinnacle of tennis games, an 
seeing as how Super Tennis is still the pinnacle of 16-bit tennis and it was released 
back in ’91, you might well be wise to grab this one sooner rather than later. 

-Cal Cavalier 
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The world of 32-bit sports is often marked by certain 
cross-platform, cross-genre qualities: astonishing texture- 
mapped or CG rendered characters, crazy multiple perspec- 
tives, and gameplay depth unheard ol on 16-bit. While 
Virtual Open Tennis surprisingly doesn’t otter the many 
selectable or auto-shifting viewpoints I would have expect- 
ed, the gameplay is much more solid than, say, the unbear- 
able Power Serve. And for this. I am more than happy with 
what was attempted and what was delivered. 

Virtual Open Tennis offers ten fictional characters who 
bear slight resemblance to the real pro's, such as, well, 
let’s just call ‘em Waggasi. The cinema/portrait screens 
are gorgeous CG (as is the intro), but the game is texture- 
mapped polys. The one and only high-view camera angle 
is very playable, but you never really get close enough to 
the players to appreciate the graphic details... not even 
during the replays. 

Open's gameplay completely satisfied me. The game uses 
nearly the entire Saturn button spread with a variety of nor- 
mal, slice, and spin shots. However, I felt that not every- 
thing should have been so automatic, i.e. the player should 


control diving, not the game. Second, the game seems a 
little bit overtouchy. I recognize the realism provided by 
slowly increasing, stop-to-dash acceleration, and the delay 
when turning on one s heels, but this makes the game just 
a little bit too clutzy and a little less playable. 

There are three gameplay modes (exhibition, champi- 
onship, and training), and the training mode has some nifty 
exercises any real tennis player will recognize from their 
days with the local club pro, such as the old hit-the-can ser- 
vice game. One feature in this game that I would describe 
as a bug if I knew it wasn’t intentional is the music. Vegas 
lounge music? In a tennis game? A word to the wise at 
Imagineer: hiring King ol Casino's composer was NOT a 
good move. 

Lacking the many pleasing perspectives and ultra-tight 
gameplay of V-Tennis , I would rank VOT second among the 
three current 32-bit tennis games... of which only one, that 
being the worst, is currently available on these shores. 
Someone best pick these up before people decide to go 
play the real thing. A very good game for Saturn, but if you 
own a PlayStation, the choice is indisputable. -Cal Cavalier 
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'BREATH OF FIRE 2' Combine an orphaned 
descendant of the Light Dragon with a stout heart- 
ed warrior and you have the makings for this fanta- 
sy RPG! Four new fighting formations! S59 




‘KILLING TIME' 

You are trapped 
in a horrifying 1st 
person passage 
through unspeak- 
able evils in a 3-D 
world. Surrounded 
by a host of long 
dead but rest- 
less beings, you 
must use your wits 
and weapons to 
make your way 
through the heart 
of this terrible 
mystery. 3DO S52 



'WARHAWK' A 

stunning 360° 
flight adventure in 
an amazing 3-D 
world. Pilot the 
prime assault 
craft of the future 
against the dead- 
ly forces of Kreel. 
He controls the 
power of Red 
Mercury, a deadly 
chemical that has 
left the alliance 
nearly defense- 
less PSXS40 
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DONKEY KONG COUNTRY 2’ Greater 
graphics and faster action for this even big- 
ger adventure! All new worlds populated with 
new enemies and new friends. S66 



■NHL 96' Strap 
on your helmet 
and cinch up 
your skates 

because this is 
ICE hockey, not 
NICE hockey! A 
fast and furious 
all out assault on 
your senses 
where break- 
aways are met 
with bone quak- 
ing body checks. 
Updated teams 
and players! $58 


GENESIS 


GAME GEAR H PLAYSTATION ■ PLAYSTATION ■ SATURN 


3DO Control Pad 2 $25 

300 M-2 Accelerator S249 
3D0 Digital Vid Module SI 99 
300 System Goldstar S299 
3D0 System Panasonic S299 


Flight Stick Pro S69 

Game Guru S29 

30 Atlas S64 

7th Guest 2: 11th Hour S52 

Alone in the Dark 2 S46 

Ballz: The Director's Cut S52 

Battle Sport S52 

Blade Force S54 

Captain Ouazar S54 

Castle Wolfenstein 3D $44 

Clayfighter 2 $46 

Crash & Bum S49 

Cyberia $44 

D S59 

Death Keep S48 

Descent S58 

Doom S52 

Flying Nightmares S54 

Gunslinger Collection S28 

Iron Angel Apocalypse II $54 

Jurassic Park S29 

Killing Time $52 

Kingdom: Far Reaches S46 

Last Bounty Hunter S52 

Myst S54 

Mad Dog McCree 2 S54 

Need for Speed S52 

Otf World Interceptor $52 

POed $52 

Primal Rage S49 

Rebel Assault $52 

Return Fire 2 $54 

Samurai Showdown $52 

Scramble Cobra S52 

Seal of the Pharaoh $39 

Shock Wave 2 S52 

Slam & Jam Basketball S52 

Slayer S49 

Space Ace S44 

Space Hulk: Vengeance S52 

Star Fighter S54 

Super St Fighter 2 Turbo $56 

Syndicate $54 

Theme Park $52 

Top Gun $54 

Virtual Stadium Baseball S54 

Wing Commander 4 S56 

World Cup Golf: Pro Ed $48 


World Cup Special Soccer $52 


CDI 


CDi 200 Magnavox PlyerS349 
CDi 550 Magnavox PtyerS479 
CD-I Digital Video Cart $229 


CD-I Game Pad $26 

CD-I Roller Controller $54 

Axis & Allies $44 

Bum Cycle $46 

Chaos Control S39 

Creature Shock $44 

Crime Patrol $44 

Defender of the Crown $34 

Dragon's Lair 2 $44 

Kingdom: Far Reaches $39 

Lemmings $32 

Lost Eden $45 

Mad Dog McCree 8 Gun $72 

Mad Dog McCree 2 $44 

Space Ace $52 


Genesis CD Backup Cart $49 
Genesis CD Sstm 2 CD $229 
Genesis System 2, Core S99 
Nomad System SI 99 

Per4mer Steering Wheel S79 
Battletech S52 

Bass Masters Classic $46 
Beavts 8 Butthead S42 
Boogerman S25 

BralnDead 13 CD $49 

Casper $58 

Comix Zone S54 

Earthworm Jim 2 S62 

Exo Squad S44 

Garfield: Caught in the ActS58 
Kamen Rider Zo CD S24 
Lthl Enforcers wth GunCDS39 
Lobo $56 

Lunar 2: Eternal Blue CD $49 
Maximum Carnage 2 S56 

Mortal Kombat 3 S64 

Mutant Chronicles S59 
NBA Live '96 S54 

NFL Quarterbck Club '96 S66 
NHL Hockey '96 S58 

Nobanaga’s Ambition S29 
PGA Tour Invitational '96 S56 
Phantasy Star 4 S83 

Pocahontas S59 

Power Rangers 2: Movie S52 
Primal Rage S59 

Radical Rex CD S45 

Rock 8 Roll Racing $49 
Secret Monkey Island CD S39 
Shining Force 2 S66 

Spot Goes to Hollywood S54 
Star Trek Deep Space 9 S46 
Star Trek TNG S49 

Super Street Fighter 2 S34 

TNN Outdoor Bass 96 S56 

Tecmo Super Bowl 3 S62 

The Ooze S44 

The Punisher S49 

Toy Story S66 

Warlock $29 

WeaponLord $64 

World Heroes $46 

X-Perts $58 

Zero Tolerance $29 

Zoop S44 


HINT BOOKS 


Atari Jaguar Secrets $14 

Chrono Trigger $16 

Donkey Kong Country 2 $12 

Killer Instinct $12 

Lunar 2 $13 

Mortal Kombat 3 $12 

Phantasy Star 2 $12 

Secret Of Mana $12 

Virtua Fighter Strategy S9 

Yoshi Island/Mario Wrid 2 $12 


MARS 32X 


Brutal Above the Claw $42 


Doom S34 

Kolibri S58 

Mortal Kombat 2 $59 

Night Trap CD S46 

Slam City CD $39 

T-Mek $59 

Tempo $34 

Virtua Fighters $59 


GG System Spr Column SI 09 
Best of Mega Man 1-5 S34 

EarthWorm Jim $32 

Frank Thomas Baseball S38 

Jungle Strike S32 

Mortal Kombat 3 S39 

Primal Rage S39 

Samurai Showdown S32 

Shining Force 2 $42 

Sonic Drift 2 S30 

Sonic Labyrinth $30 

X MEN 2 $38 

Zoop S34 


JAGUAR 


Jaguar CD System $ 1 49 
Jaguar Power Kit S149 

Jaguar Pro Controller S24 

Jaguar VR Headset S299 

Alien VS Predator CD S56 

Batman Forever CD $59 

Bum Out S54 

Castle Wolfenstein 3D S29 

Doom $58 

Dragon's Lair CD $52 

Dragon: Bruce Lee Story S29 
Highlander CD S52 

Hover Strike CD S54 

Iron Solider 2 CD S54 

Kasumi Ninja S29 

Mortal Kombat 3 $59 

Myst CD S54 

Primal Rage CD S59 

Rayman S58 

Space Ace CD S52 

Syndicate S58 

Theme Park $58 

Val D'lsere Sky 8 Snwbrd S38 
Zoop S44 


NEO GEO 


NG CD Arcade Controller S46 
Neo Geo CD System S349 


Art of Fighting 2 CD $46 

Fatal Fury 3 CD $54 

Kabuki Klash CD $52 

King of Fighters ‘95 CD $59 
King ol the Monsters CD $69 
Nam 1975 CD S46 

Ninja Commando CD $46 

Samurai Showdown 3 CD S59 
SpinMaster CD S46 

Super Sidekicks CD S46 
Top Hunter CD $46 

World Hero's Perfect CD $69 
World Tour Golf CD $69 


ULTRA 64 


Ultra 64 System S269 

Cruis'n USA S56 

Donkey Kong Fantasy S59 
Doom $56 

Final Fantasy 7 $59 

Ken Griffey Jr. Baseball 559 
Killer Instinct 2 $59 

Mega Man $59 

Robotech $56 

Star Wars S62 

Street Fighter S59 

Top Gun S56 

Ultra Mario Kart S59 


ASCII Fighter Stick $44 
ASCII Flight Sim Stick S52 
HORI Fighting Stick $47 
Mad Cats Steemg Wheel $54 
Mad Catz Cntrl Pad Dlx $16 
Playstation System S3 19 
PSX Combat Cable $19 

PSX Game Gun S38 

PSX Memory Card S24 

PSX Mouse with Pad S32 

PSX Multi-Tap S46 

System Selector SI 9 

3-Decathlon S52 

3D Baseball ’95 S54 

7th Guest 2. 11th Hour S52 

Agile Warrior F-1 1 1 X S52 

Air Combat S46 

Alone in the Dark S44 

Assault Rigs S52 

Boxing '96 S52 

BralnDead 13 S52 

Casper S52 

Castlevania: Bloodletting S44 

Chaos Control $44 

Chronicles of the Sword $54 

Creature Shock S58 

Criticom $56 

Cyber Sled $46 

Cyberbike: Shadow Race S52 

Cyberia S52 

DNA Imperative $44 

Deadly Skies S52 

DefCon 5 S52 

Descent 2 S52 

Destruction Derby S54 

Doom $56 

Double Header S56 

Dragons Lair 1 or 2 ea $52 

Dungeons 8 Dragons $52 

ESPN Extreme $44 

Earthworm Jim 2 S48 

Extreme Pinball $49 

Fade to Black S52 

Fox Hunt S54 

Frank Thomas Baseball $52 

Front Page Football '96 S58 

Front Page Sprt Baseball S58 

GEX $52 

Hi-Octane S52 

Hive S54 

Jumping Flash $54 

Krazy Ivan S54 

Last Dynasty S58 

Lemmings Paintball $54 

Loaded S52 

Lost in Time S58 

Magic Carpet S52 

Mortal Kombat 3 S59 

NBA In The Zone $44 

NBA Jam Tournament Ed $48 
NFL Full Contact Football S44 
NFL Game Day $52 

NFL Quarterback Club '96 $52 
NHL Hockey '96 S54 

PGA Tour Invitational $54 

PO’ed S52 

Panzer General $52 

Power Serve Tennis S52 

Primal Rage S52 

Psychic Detective S54 

Quarantine $54 

RayMan $52 

Resident Evil $52 

Return to Zork S46 


Ridge Racer $44 

Road Rash S54 

Sentient S54 

Shock Wave S54 

Silver Load S52 

Sim City 2000 S49 

SimTower $52 

Slayer $52 

Solar Eclipse S54 

Space Griffon $52 

Spot Goes To Hollywood S54 
Street Fighter: Animated S54 
Street Fighter: Alpha S52 
Super Bases Loaded '96 $58 
Syndicate Wars S52 

TNN Outdoor Bass ‘96 S54 

Tekken S47 

Theme Park $53 

Toh Shin Den $54 

Top Gun: Fire at Will $52 
Total Eclipse $34 

Twisted Metal $54 

Upper Deck Basketball $54 

Upper Deck Football $54 

VR Hockey $56 

Virtual Pool $52 

WWF Arcade $52 

WarHawk: Red Mercury $54 
Warhammer Fantasy $52 
Wing Commander 3 $52 

Wipeout $52 

World Cup Golf: Pro Ed $52 
X MEN: Children of Atom $54 
X-COM: UFO Defense $52 
Zeitgest 559 

Zoop $44 


SNES 


Super Nin System, Core S99 
Boogerman S58 

Brandish 2 S64 

Breath of Fire 2 S59 

Dirt Trax FX S59 

Donkey Kong Country 2 $64 
Dragon Warrior 5 $72 

EarthBound S64 

EarthWorm Jim 2 S62 

Final Fantasy 3 $66 

Frank Thomas Baseball $66 
Gargoyles $65 

Killer Instinct $69 

Lobo S56 

Madden Football 96 556 

Mechwarrior 3050 $58 

Mortal Kombat 3 $64 

Mutant Chronicles 559 
NBA Give 8 Go $46 

NBA Live '96 $56 

NFL Quarterback Club 96 $64 
NHL Hockey ‘96 $58 

New Horizons 564 

Nobunaga's Ambition $29 
PGA Ivitational 96 568 

PTO 2 562 

Pocahontas S65 

Primal Rage 564 

Romance 3 Kingdoms 4 $64 
Secret of Evermore S64 
Seventh Saga 2 S62 

Tecmo Super Bowl 3 S62 

Toy Story S72 

WWF Arcade $66 

Wayne Gretzky Hockey $59 


Yoshl's Island/Spr Mario 2 $64 


Saturn System w/Game S349 
Mad Catz Basic Ctrl Pad SI 2 
4X4 Gears 8 Guts S52 
7th Guest 2: 11th Hour S52 
AD&D Fighters S46 

Agile Warrior: F-111X S54 

Alien Trilogy S52 

Alone in the Dark S52 

Astal S24 

Batman Forever S52 

Battletech S52 

Blackfire S52 

Blazing Dragons S52 

BrainDead 13 S52 

Casper S52 

Clockwork Knight 2 $54 

Congo S52 

Creature Shock S56 

Cyberia S52 

Dark Legend $52 

Descent 2 S52 

Double Header S56 

Dungeons 8 Dragons $52 

Earthworm Jim 2 $48 

FIFA International Soccer S52 
Frank Thomas Baseball $52 

GEX $52 

Ghen War S52 

Hang-On GP S46 

Hardball 5 $54 

Hi-Octane S52 

Iron Storm S52 

Kingdom O' Magic S54 

Last Bounty Hunter S54 

Legacy of Kain:Bld Omen $54 
Magic Carpet $52 

Magic Knight Rayearth S52 

Maximum Surge $52 

M Thompson Supercross S52 
Mortal Kombat 2 S48 

Myst $52 

NBA Action S52 

NFL Quarterback Club 96S52 
NHL All Star Hockey $59 

PTO 2 S58 

Panzer Dragoon $52 

Panzer General S54 

Primal Rage S52 

Quarterback Attack S52 

Rally $52 

RayMan S52 

Return to Zork S46 

Riglord Saga S62 

Virtua Stick S54 

Sim City 2000 S54 

Solar Eclipse S52 

Spot Goes To Hollywood S54 
Street Fighter: Alpha S52 

Toh Shin Den S54 

Virtua Cop with Stun Gun $69 
Virtua Fighters 2 556 

WWF Arcade $52 

Wing Arms S45 

Wing Commander 3 $59 


VIRTUAL BOY 


Virtual Boy System SI 49 

Galactic Pinball S38 

Golf $40 

Mario Clash S38 

Vertical Force $40 

Wario Cruise S46 



CD 
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Call 

802-767-3033 

Fax 

802-767-3382 
Source 
10571 
PO Box 234 
Dept 10571 
Rochester, 
VT 05767 

OVERNIGHT SHIP- 
PING in US $4 per 
order Mail to Canada. 
PR. HI.AK.APO FPO 
$4 per order 
Worldwide airmail $6 
per item Handling $2 
per shipment 

Hardware orders may 
require additional 
shipping charges. Call 
for details 

Visa. MC and 
Discover accepted 
Checks held 4 weeks 
Money orders same 
as cash COD $8 
Detectives replaced 
with same product 
Most items shipped 
same day Shipping 
times may vary 
Pnce/availability may 
change All sales final 
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I've been a loyal fan of 

the New Japan Pro ^ f 

Wrestling group out of I x iJ t 

Tokyo, Japan for the last yv L ju 

ten years. During that m3 LA ’ 

time, NJPW spawned irl 

three Super Famicom Hfh 

games, and one PC- ww ^mW f 

Engine Arcade Card flAMft 

game. Much to my hor- ’’ ' 

ror, all of these games ypv HtAlVlfAll m 

were weak at best (by .“UUlluN fl 

any wrestling gamer’s 

standards). That's all behind us, as now we have the 
first 32-bit taste of NJPW wrestling. 

Toukon Retsuden is without a doubt the most graphi- 
cally intense, perfectly realistic wrestling game ever 
conceived. Besides the obvious beauty visible in still 
shots, the player will see that the wrestlers are unbe- 
lievably well animated and responsive. Every featured 
wrestler has his own host of signature moves, and to my 
astonishment, his own range of personal quirks, man- 
nerisms and movements. The wrestlers play to the 
crowds, breathe heavily when knocked down, flail 
around in pain and do everything else a real wrestler 
does when in a real match. All of the top twelve names 
in NJPW are represented here in all their glory, each 
rendered in excellent detail. 

You can enter one or two player competition in a G1 
round-robin tournament or quest for the IWGP 
(International Wrestling Grand Prix) Championship, and 
save your progress along the way. You can even save 
your best matches to memory and replay them (from any 
angle) exactly as they happened. One can toggle 
between any of four camera angles at the touch of a but- 
ton and even choose between "normal” camera mode or 
a more panoramic "second floor” view. There's just an 
astounding amount of realism to this game. 

Toukon Relsuden's astoundingly perfect control is what 
ultimately made me decide it’s the greatest wrestling 
game ever. Instead of using the traditional lock-and- 
struggle wrestling gameplay engine, this game gives the 
players complete control over their actions. Different 
buttons are used for different techniques, and the player 
always has many choices in which maneuver to use 


next. Using the directional 
pad in conjunction with the 
J ' . buttons will yield various 

/ / results. You can also per- 

/ f form different attacks based 

ml ~ on where you are in relation 
■ to an opponent. There’s no 

end to the number of moves 
and maneuvers you can do 
w once you’ve learned how to 

y-jv control your character. 
bN Real wrestlers, real con- 

trol, and real moves. You 
lurself a wrestling fan without owning this 
never seen a video game as close to the 


game I’ve 
“real life” 
that it’s bat 
as this. Toukon | 
Retsuden is. 
quite easily, the | 
best wrestling \ 
game ever. Next | 
month, hopefully, 
we’ll have more 
space to spare to 
show you more of ' 
this incredible 
game. -The Stalker 
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The number one choice for 



all diehard gamers 

■ The first and last name in the 
video gaming industry! 

• In-depth reviews, previews, 
from Japan, interviews, entertain- 
ment, the hottest exclusives, and 
the best graphics this side of a frog 
taco! 

• Eye poppin' coverage! 

• Sony PlayStation 

• Ultra 64 

- Sega Saturn 


a 32X 


Su*r Nintendo 


• PC-FX 


Neo-Geo 


Arcade 


3DO 


HEAD FOR GAMEFAN! 


SAVE OFF NEWSSTAND 


GET 12 ACTION PACKED 
ISSUES OF GAMEFAN FOR ONLY 

$*>>■99 


1 - 800 - 454-2637 

lor VISA oi 1 MASTERCARD orders 
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Once again it is Samurai time. I must say, I was afraid SNK’s five-year-old s, 

hardware wouldn't be able to do the exalted Samurai name justice once more, .. r . - - irvTT'T 

and of course I was wrong. The programming masters at SNK simply shouldn't ( 1 > - 

exist. As usual, they’ve made the Neo do things that can’t be done. This time, " T^dr 

it’s almost-perfect transparencies (achieved by rapidly interchanging pixels at V Xr - * B J - ( v 
60 times per second) and line-scrolls that stretch convincingly when one 1 1 N 

jumps up. Combine these feats with Capcom-quality animation, much parallax, £ 
and backgrounds that change completely at least twice per match, and you « rc ‘ 5^- 

have visuals beyond compare in the 2-0 realm. J 1 | y 

But how is the game play? There are many new additions to the traditional ~ £■ 

-—Samurai system, and in my opinion, it’s overkill. Let me v ^ ^L7'. 
describe the button configuration... bear with me: A. B. C nHHMI 
7/ are now slashes. B+C is an unblockable top-down attack. 

« Forward, down-forward, neutral, back + D are dilterent feunaL. 

im kicks. A+B is a KOF-style dodge. A+B+C charges 

UW 1 the rage gauge. Forward and A+B when close 

J 1 , * 1 1 allows you to get behind your opponent to lace ** 

, f jKAiJ his back as in VF. Forward and B+C breaks 

A I'i m ^ through crouch blocks. C when close is a push- 

out tactic. Did you get all that? Me either. I just 

can’t adjust to all that Iruitiness .*> - 

in an actual fight. Another sad 
trait of the gameplay is the eter- . * 

nal SNK problem: outrageous ‘ 

damage. It you're hit during a 
special move, double the damage is inflicted; because of 
this, any enemy can be defeated with three well-timed 
button presses. Oddly, normal “C” slashes lake 

§ otf more energy than some supers and spe- 
^ cial moves take ofl very little damage. 

7* Further cheapness is added to the game 
\ by the “expert" option, which lakes 1 
I B‘ \ away your ability to block, but 

,< enables you to do your super at any 
. time. Most human opponents fall 
\ prey to this dishonorable lactic. 

* Samurai 3 has one unbe- 

- ■ lievably cool gameplay / 


FORMAT: 282M CART 
1-2 PLATERS 
DIFFICULTY: ADVANCED 
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addition that SNK must be commended tor, *iig*£3 
however... the personality system. ySffSSfrJ 

With the personality system, you choose ' 

either "Bust” or 'Slash,'' which changes your 
character entirely, from their moves right A 

down to their win poses. In Japan, Bust and |i 
Slash are Basetsu, or Chivalry, and Shura, or v - F J 
Treachery. Why did SNK figure Americans 
wouldn't be able to comprehend the traits of a Vi 

•«4£y>» chivalry and treachery? I suppose “Bust" l ) . 

BWoT • and "Slash" are easier understood by us ! *— 
unwashed heathens, eh? Oh well... the 
game's the same. Most of the time, the Bust ' 

\ and Slash forms of each character are radically different For instance, j 
Nakoruru's Bust lorm is equipped with Shikuloo, a woll, Instead ol her 
I usual companion, the eagle Mamahaha; Gallord's Bust Incarnation Is 
without his faithful ninja dog Poppy; and Haohmaru's Slash 
Sempuretsuzan can be done in the air, but does not juggle like his Bust 
form's. 

The new characters are a mixed bag in terms ol design and efficiency. 

The returning characters are Haohmaru. Genjuro, Hanzo, Galtord, 

Ukyo, Nakoruru (Why?? She DIED in her Samurai 2 ending!), 
and Kyoshiro. The new lighters are Nakoruru's useless sis- 
ter Rimururu, Nicotine's grandson Caffeine Gaira. the truly 
disturbing Kubiriri ("Neck-Cutter") Basara, Amakusa C\ l ~ <5 
Shiro Tokisada, the SSI boss, and the new main charac- D 

ter, a little boy named Hisame Shizumaru who wields an , 
umbrella. 01 these, Basara and Shizumaru are the X /, 

coolest, in design and in the way they play. Basara is THE * 

scariest character in a fighting game yet. Not only is he y 

visually terrifying, but in one of his win poses he cradles the 
naked ghost of his lover who promptly 
^ decomposes, and Basara is none too 

happy. His dying quote is "What a won- 
i ♦f.M'owBo dertul nightmare." You can tell this boy 

I (III needs some serious help. 

,, II, As you can see, the graphics are unbe- 
...1 ( .I j lievably detailed. The animation is. for 

11 1111 the most part, Capcom quality. The back- 

grounds may not seem very cool in still 
shots, but they are gorgeous in motion. 

Each background completely changes at 
least once during a match, and some 
change three times, accompanied by the 
* ceasing of all music. These range from 
mundane changes such as bursting into 
lUlfitli. flame or suddenly becoming stormy to 
1 It p supernatural oddness like darkening and 
‘ _ — becoming plagued with spirits, or com- 
pletely changing, like going from a ghost- 

town to a vast desert with ominous red clouds color cycling 

is extremely cool and adds much to the game. The music is typical Samurai. I 

with minimalist biwa, shakuhachi and koto aplenty. 

_ Despite my complaints, this game is definitely worthy of the 

If Samurai name. As I've said, it’s visually the best-look- 

A »¥ . , ing Neo«Geo game of all time, and is well worth a pur- 

? chase just to stare at the breathtaking art. Forgameplay, 

^ w however, you should probably slick with KOF '95. I'll 

% ^ be back with more joyful Samurai goodness soon, 

■ “ when the Samurai RPG is released! 
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Last month we reviewed Toy Story tor the Genesis 
and were blown away by the unbelievable visuals 
and the pure diversity of the levels. Now the SNES 
version has arrived and again. I marvel at the 
sights and sounds of Disney Interactive's CG game. 
Before I go on about the graphics in Toy Story 
(and believe me. they are great) there is one thing 
I must address. As a Genesis game, TS's graphics 
great MOVIE, are revolutionary, eclipsing any other game on the 

great game 1 system you care to name. As a SNES game, how- 

ever, the competition is a bit stiller, with games 

like DKC. DKC 2. 
Killer Instinct, 
and Super Mario 
RPG sporting the 
best CG graphics 
in the history of 


the 16-bit console. With that out of the way. I still 
feel Toy Story has some ol the best graphics I’ve 
ever seen on this system (save those 3 Nintendo 
powerhouses, ot course). Almost every level has a 
cool, Clockwork Knight sty\e line-scrolling effect on 
the floor and objects in the background (toy horses, 
furniture, and the like). The levels that aren’t side- 
scrolling feature some cool visuals as well (the 
Doom- ish 3-0 sequences and the Super Mario Kart- 
like driving scene). 

In the audio department, things are also very 
impressive, but not to the extent of the graphics. 
The music from the movie has been well translated 
and even the voice is directly sampled Irom the 
motion picture (you’ll hear Buzz say, “To infinity, 
and beyond!" and the toy soldier captain yells. 
'Move. move, move! ”). It all sounds great, but it’s 
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As I'm sure you already know. RockMan is the japanese 
equivelant of MegaMan. The absence of a completed US ver- 
sion urged me to whip out my releasePuNportfor a review ot 
perhaps the last and best MegaMan on 16-bit. Some would 
argue that the original MegaMan, in all his Pillsbury 
Doughboy splendor, is the true hero and therefore this new 
more boyish version of MegaMan cannot possibly surpass 
l IMIVI7. It’s a good argument; the cartoon series is low budget 
and the last two games starring Capcom's new boy' haven't 
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IS MMX ON ULTRA NEXT? 


ride and has a whole new batch of armor powers along with hid- 
den Super Enhancement Parts. Still more new options are the 
Shoulder Attack Field, Over Drive Charge, and Dash Booster. 
Assemble the four necessary items and MegaMan goes 'vCv 
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SNK's new Neo*Geo themepark opens 
on December 23rd, and features rides, 
restaurants, karaoke and bowling in 
addition to many, many Neo units. 
Think of how cool it would be to have 
game theme parks in the US... 


It's depressing how much cool stuff Japanese gamers get that we don't. 
Check out these game toys... just a minuscule sample of all the joy avail- 
able in Japan. You can get anything from stuffed Moos and Chocobos 
from Final Fantasy to the Donkey Kong on the left. Unfortunately, such 
premium joy-items don’t come cheap: The DarkStalkers characters below 


I've believed for 
many years that 
Capcom has THE 
most talented artists 
in the industry, and 
this book proves it. 
Go to your local 
Japanese bookstore 
and special order it. 
The publisher is 
Shinseisha. 


OkPCOM 


_5I RATIONS 


cost 9800 Yen each, or about $100, Ellis from Toshinden 
on the left is 7800 Yen ($80). and Donkey Kong is 6000 
^^■■■■■■■^■■($60). You may be able 

find a Japanese toy 

c* store in your area that 

■nf m / Mk Bean special order these. 

r J ancl for that reason here 

aJ , tili lKyM ^are the makers of each 
m i |y AkMH lproduct: Ellis is by 

■ Jmtl ITakara. the DarkStalkers 

H ■ j are b y Medicom and DK's 


As of 11/24, the PlayStation's Japanese retail price is 24800 Yen, or 
about $250. This was probably to counter Nintendo's Nintendo64 
announcement. Sega immediately retaliated with a cash-back campaign 
that requires you to buy a Saturn at full retail price. When you buy your 
system, you are given a mail-away coupon redeemable for 5000 Yen. 

Game Arts, the maker of the Lunar series of games, has announced 
that the entire staff of Lunar: Eternal Blue is working on an original Saturn 
RPG. Game Arts has stated that this new project is not a Lunar game. 

Namco has announced that they are currently porting their popular 
arcade titles Rave Racer. Air Combat 22, and Tekken 2 for a PC polygon 
accelerator board by NEC. These games will run under Windows '95 and 
are due out in May. The board itself is due in March. 

Virtua Fighter has been officially announced by Sega for the Game 
Gear. No kidding! VF has no release date. 


No, it's not Lunar III, it's the 4-Meg Lunar: The Strolling School, a side- 
story to Lunar on the constantly floating island of layne which "strolls” ran- 
domlv across the oceans of Lunar. You olavastw o new students in the 
jj££j “3“ layne Magic Guild, Eri 

HI Lunar is out January 

,Jf. BKI mm ; . . . 12th... look for cover- 

Tpr age in our next issue. 


The Neo*Geo game you see here is Shin Oh 
Ken. or Fist of the Pheonix God, by Saurus. 
The first in what is sure to be a gamut of . 
Killer /nsf/nef-inspired rendered fighters. P 
Shin Oh Ken combines Night Warriors' K 
-Men's super t 


Oh boy! The fifth Fatal Fury game I 
is almost here. This is basically I 
ft Fatal 3 with new backgrounds, | 
M Duck King. Kim Kaphwan and 
Billy Kane. There are new h 
rm features like... uh. 


chain combo system with 
jumps. What I don't understand is where 
Saurus, a third party that until now has ^ ^ 
ported Neo games to 1 6-bit systems, obtained 
this CG power. Shin Oh Ken has no release date. 


ring outs. 

V Another interesting aspect of 
* Real Bout is SNK's announce- 
ment that this will be Geese's last 
ipearance in any game . 


AM2 seems to be getting fruitier and fruitier: first 
it Fighting Vipers and now Fighting Sonic. FS is 
y extremely early, and has only two complete 
characters. The gameplay is supposed to be iden- 


tical to Vipers, but you will now have the ability to 
bounce off the ropes to perform spin attacks. The 
Model 2-powered Sonic has no release date yet. 


Characters that will supposedly be in the final game 
are Amy Rose, Dr. Robotnik, Knuckles. Metal Sonic, 
Super Sonic, and, of course, new fighters. We'll 


b ring you more as information develops! 


SONY 



"This is the single best racing game ever" - Game Players 96% 

"More flash and substance than most games were ever meant to have" - Next Generation 5/5 
"Best home racing game ever" - Die Hard Game Fan 93% 

"Will leave you drenched in sweat and grinning" - Game Pro 
"The best reason to own a Playstation" - Ultimate Gamer 9/10 
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PlayStation , 


PlayStation logo are trademarks of Sony Computer Entertainment Inc. WipeOut™ is a trademark of Psygnosis Limited. C 1995 Psygnosis. © 1995 Sony Electronic Publishing Company. 
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Ghost in the Machine's getting a lot of attention 
these days, and Manga is wise to capitalize on that to 
sell Mamoru Oshii’s earlier effort, the Patlabor 
movies. Although it's been around in Japan for years, 
Patlabor 2 has lost none of its timeliness or impact, 


You probably know The Secret of Blue Water better as Nadia, the name 
under which it was released here a few years ago. Now. as the first 
Streamline release in a long time. Nadia and Jean are back in affordably 
priced, well-dubbed 4 episode sets. 

Nadia is a late-80's Japanese TV series that enjoyed great popularity 
■ j and became an instant classic. Although it's primarily for chil- 
<_ dren, serious anime fans won't find it as preachy or ridiculous 
as American cartoons... Like last year's big child-oriented 
success. My Neighbor Totoro, Nadia is free of all the archa- 
■ LMV ic ideals and ham-fisted morals most Americans are used to. 

Instead we get a believable world, filled with emotionally 
deep characters that must cope with many of the harsher 
V aspects of life that Disney prefers to sweep under the rug. 

Although basically light-hearted and tun, there are ele- 
ments of tragedy and depth that give Nadia an unex- 
Wa l pectedly serious undertone. 

The series is a chronicle of the adventures of Jean, 
a young French inventor, and Nadia, a mysterious 
\ \\ young woman of unknown origins. As they attempt 
\M to escape a trio of bumbling fiends who want 
rW Nadia's amulet, they end up far away from Jean’s 
HHHT 1 native France, and in a constant string adventures. 

The setting is late 19th-century Europe, and the cute 
T\ ^ accents and archaic inventions give the series a 

\^Sty r c ; charmingly original mood. 

/ f e ^ At only 15 bucks for 4 episodes, everyone can and 
^ ^ should give The Secret of Blue Water a chance. 

94 minutes (4 episodes), fine for all ages. 
jL $14.95, dubbed. 

By Streamline/Orion, 

Volumes 1 & 2 available January 10th. 







The latest from manga god Yuzo Takada (creator of 3x3 Eyes and All Purpose 
Cultural Cat Girl Nuku Nuku). Blue Seed is finally coming to the states this February. 

Our heroine. Momiji, is in serious trouble. She’s the unknown twin sister of the heir 
to a famous Japanese mythological figure, and all of a sudden everyone wants a piece 
of her. Her school's being taken over by a gigantic, many-tentacled tree, and the only 
one who can save her is sort-of-hero Mamoru Kusanagi, who actually just wants to kill 
her himself. Worst of all, she's drawn by Yuzo Takada, who has a serious panty fetish, 
so she has to deal with being partially exposed in nearly every frame of the 2-part 
pilot. Her only chance is to join the Japanese government agency that's responsible 
for such things (the ones that coordinate the defense whenever 
Gamera attacks, I suppose), and fight back in whatever capacity 
they'll let her. 

For a TV show, the animation quality on £ ) 

the pilot is astounding, although it slips 
a bit in later episodes. Fortunately, the ' 
soundtrack is great the whole way 
through, and Takada’s eccentric sup- 
porting cast never really gets old. 

Definitely a series to watch for. 

60 minutes (2 episodes), 
some parental guidance suggested. 

Price 
unknown, 
dubbed or 
subtitled. 

By AD 
Vision, 

Volume 1 
available 
Feb. 
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There are two exciting Devil Hunter faMo- related events this issue. 
On the left, we have Devil Hunter Yohko 6, the first of the new style 
episodes that is actually worth watching. I loved DHY, but after the 
ultra-cheese, ultra-cheap, presented-by-absolutely-no-one-who-had- 
anything-to-do-with-the-original sequels, I rapidly lost interest. 
Another victim of the Project A-Ko syn- 
drome. 

But the series has been pulling up in 
quality, and after a not-so-bad part 5, I 
found myself actually impressed by 
part 6. The animation quality was 
excellent, and they managed to 
retain more of the humor from the 
original, without reverting to the 
just-plain silliness of 2 and 3. 

In this episode, Yohko meets 
Ayako, her whip-wielding cousin, 
from a branch of the family that 
believes they should be the true 
devil hunters. In her quest to 
destroy her cousin, she accidental- 
ly frees a sinister demon, thor- 
oughly ruining Yohko’s day. 

Every frame of Ayako and Yohko 
is pure beauty, and the final con- 
frontation with the demon was 
especially well done. Let’s hope 
this trend continues. 


If you’re not yet familiar with the Devil Hunter Yohko series, you’re 
about to get a second chance. AD Vision is releasing a dubbed, spe- 
cial edition of the classic Devil Hunter Yohko, featuring new footage 
and a special low price. 

The new footage is around 12 minutes that was cut from both the 
original American and Japanese 
Mi M M M releases. No whole scenes were cut, 
M ~i jw ft, but there’s a lot more dialogue and 

■■ character-building this time around. I 
haven’t heard the dubbing yet, 
but it’s too bad that there’s no 
subtitle version of the rere- 
After all, you 
! too many ver- 
of a classic. 

Yohko mixes demonic war- 
fare with some fairly risque 
humor, all of it excellently ani- 
mated. Though many elements 
it have long since become 
Yohko is one of the best 
and its premiere 
the best in the 


50 minutes, parental guidance 
suggested. 

$19.95, dubbed. 

By AD Vision, available Jan. 


45 minutes, parental guidance sug- 
gested. $29.95, subtitled. 

By AD Vision, available now. 
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Kl 2 will hit arcades across the country by 
the end of January. The game has 11 char- 
acters (10 playable and one boss). Only 
seven of the original fighters made it to 
the sequel (Jago. Glacius. Orchid. TJ 
Combo, Sabrewull. Spinal, and Fulgore). 
The 4 new characters are: Kim Wu (a mar- 
tial artist), Maya (a Mayan warrior), Tusk 
(a Barbarian), and an all-new final boss 
(not Eyedol). The 12 backgrounds are all- 
new, and there are rumors ot up to three 
hidden stages. 

As for gameplay, the combo engine has 
now been enhanced. Each character is 
capable of doing (technically) 1 million 
combos, including big Kl-style combos 
and more traditional SF-style combos. No 
Mercies (fatalities) are completely gone, 
replaced by a multitude of Ultimate com- 
bos where you finish the enemy during 
game play. There are also now Super 
moves: each character has FIVE Supers 


plus possible hidden Supers. Another big 
addition are throws and throw combos. 

Stay tuned for an immense blowout on this 
Ultra sequel very soon! (P.S. Kl 2 should 
be making its way to the Ultra 64 at the 
time of its U.S. launch or soon thereafter, 
stay tuned!) 

Well, it's official: the Ultra 64's U.S. 
launch has been delayed yet again due to 
manufacturing constraints. The date is cur- 
rently approximated at sometime between 
May and August of '96. The April 21st 
Japanese date has not changed. 

On December 14th in Japan. Nintendo 
held a development conference for the 
Nintendo64 (Ultra 64) to solicit third-parly 
support. According to sources, some 85 
developers who attended (including 
Capcom, Konami. Warp, Enix, and Namco) 


Konami has confirmed that Contra for 
PlayStation and Saturn is well into develop- 
ment, and will be released in the summer 
of '96 for both systems. The latest on 
Castlevania is that the US Saturn version is 
now cancelled, and the PlayStation edition 
is about 20% done. The game will hit 
Japan in May and the U.S. in October. Also 
in development from Konami is a new 3-D 
fighting game for the PlayStation that will 
mix 3-D graphics with Street Fighter game- 

play 

Sometimes we just have to speak out 
against injustices in this industry. Sega of 
America has been perpetuating the myth 
that its in house developers have been in 
some way responsible for the content ol 
Japanese-designed games such as 
Clockwork Knight 2. In the U.S. manuals of 


Japanese developer is listed in the credits. 
Second, in a recent interview conducted by 
another publication Away Team members 
made comments that would lead readers to 
believe they created or were in some way 
responsible for the creative direction of 
these games. We are here to clarify this 
giant misconception. 

In the case of Japanese-developed games, 
the Away Team/Sega of America (or any 
other U.S. publisher of Japanese games, 
for that matter) does the following things: 

1) translates the text. 2) suggests extremely 
minor changes such as making bosses/iev- 
els more difficult. 3) invariably creates hor- 
rendous, degrading box art. and 4) once in 
a while, censors anything that would be 
“inappropriate to the U.S. market." 
Developing is a thankless job as it is. The 
real heroes seldom get the credit that is 
due them. 


intend to sign on. games such as Sega Rally , not ONE 



Choose to play a man or a woman in a game combining real time 3-D graphics with fully rotating, rendered, 
texture mapped environments. All shadows and lights are ray-traced on the textures to give each scene a realistic look. The characters 
are built as 3-D models, then motion captured for the ultimate effect. This amazing third person game uses an engine that alone took a 
year to develop! We'll have more Terminus news next month. Including the twisted story and ingenious game scenarios. How 'bout 
that rendered beauty lor an action character? Wait 'til you see Terminus. 



SINGLETRAC PLANNING TO 
DEVELOP NU64 GAMES 
SingleTrac Entertainment 
Technologies, Inc., recently 
announced that they will be 
developing software tor the 
Saturn, Windows '95 and the 
Nintendo Ultra 64. Based in 
Salt Lake City, Utah, SingleTrac 
developed Twisted Metal and 
Warhawk ior\he Sony 
PlayStation. According to Todd 
Kelly, chief financial officer, 
“SingleTrac's evolution as an 
entertainment provider will be 
evident as we move toward the 
publisher role and take advan- 
tage of opportunities in the out- 
of-home market. Our strategic 
relationships in distribution and 
technology will accelerate our 
growth and leverage our 
strengths.” 



SingleTrac’s Warhawk lor the PlayStation 


PARADIGM SIMULATION TO 
MAKE PILOTWINGS 64 
Paradigm Simulations, Inc. is 
currently developing Pilotwings 
64 for release on the Nintendo 
64. The original blockbuster hit 
was created by Shigeru 
Miyamoto for the SNES. This 
fully interactive 3-D game 
includes several aircraft and 
characters to choose from, as 
well as first and third person 


views, lush landscapes, and 
variable skill levels. 

ACCLAIM LAUNCHES 50 TITLES 
WITH A $10 MILLION MARKET- 
ING CAMPAIGN 

Acclaim Entertainment, Inc. 
will launch more than 50 titles 
this holiday season with a $10 
million marketing campaign, 
which will include broadcast 
commercials, print advertising, 
radio promotions, cross-promo- 
tions with on-line services, and 
direct marketing. The president 
of Acclaim, Robert Holmes, 
says, “With games covering 
every genre from sports simula- 
tions and arcade translations to 
movie adaptations across all 
the new 32-bit formats, PC and 
16-bit systems, we believe this 
will be a successful holiday 
selling season for Acclaim and 
the industry.” 

SONY PLAYSTATION HOLIDAY 
SWEEPSTAKES 

Sony Computer Entertainment 
America and Sony Theaters 
have teamed for the “Sony 
PlayStation Holiday 
Sweepstakes.” In this promo- 
tion, theater-goers at 75 Sony 
Theaters nationwide will have 
the opportunity to win one of the 
PlayStations to be given away 
at each locale. There will also 
be PlayStations displayed in the 
theater lobbies as well as a 30- 
second trailer which will run 
before selected movies. “By 
working closely with SCEA’s sis- 
ter company, Sony Theaters, we 
are able to expand theater 
patrons' entertainment experi- 
ence by providing an opportuni- 


ty to win a PlayStation," said 
SCEA’s vice president of market- 
ing. 



Nintendo of America has 
announced two sports titles for 
the Nintendo Ultra 64: 

Electronic Arts’ FIFA Soccer and 
Time Warner Interactive's 3-D 
hockey game with Wayne 
Gretzky. 

The FIFA Soccer title will be 
an NU64 exclusive version. 
Nintendo expects it to be “one 
of the most realistic video game 
soccer simulations ever, featur- 
ing hundreds of international 
teams, amazingly fast game- 
play... and game control func- 
tions only possible on the 
Nintendo Ultra 64.” The game 
should be released for the 1996 
holiday season. 

Based on their coin-op hockey 
game (due out in spring 1996), 
this 3-D rendered hockey game 
will be a 3-on-3 plus goalie 
competition with “visually stun- 
ning, immersive, lightning fast 
game play.” The National 
Hockey League Players 
Association has already agreed 
to allow the use of players 
names, statistics, and likeness- 


es to add that extra sense of 
realism. Gretzky's own skating 
style was digitized to reflect 
real skating and competitive 
hockey moves. Time Warner is 
planning on a fall 1996 release. 

3D0 SELLS 64-BIT TECHNOLO- 
GY TO MATSUSHITA 

3DO Co. announced that the 
company will license its next- 
generation video game technol- 
ogy to Matsushita Electrical 
Industrial for approximately 
$100 million. 

The deal specifies that 3DO be 
paid the money in two install- 
ments by June, 1996 - and that 
the company receives royalty 
payments of $3 per CD game 
sold for 3DO's M2 game tech- 
nology. 3DO will retain rights 
to license M2 for use on PC's 
and coin-op arcade games, and 
will also maintain control over 
advancements beyond the tech- 
nology. 

Matsushita Electrical, a manu- 
facturer of the Panasonic 3DO 
REAL game machine, will sub- 
license the M2 technology to 
other corporations in addition to 


also manufacturing the game 
platforms, which will debut in 
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OPERSTARS in action. 
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YES! I want to CHILL OUT with WORLD WRESTLING 
FEDERATION MAGAZINE. 

Send me: 

□ 24 issues just $35.00 — it's like getting 14 issues 

FREE! I SAVE 58% 


*®“ tD W»«TLINC 
^DERATION magazine. 


IT’S WAV 
COOL. 


□ 12 issues just $19.97 — that's lil 

FREE! 1 SAVE 52% 

<e getting 6 issues 

/ / 

Name (please print) 

Date of Birth 

Address 


City State 

Zip 


Send payment to TRANSPORTS, INC., at 

P.O. Box 420174, Palm Coast, Florida 32142-9814 

Basic U.S. subscription rate is 12 issues/$24.00, 24 issues/$35.00, single copy price $3.50. 
Allow 4-6 weeks for delivery. U.S. funds only. No foreign credit orders. 


Return this coupon 
or call 





Play the arcade hit 
at home! 


<4f- SEGA SATURN 
INCREDIBLE GAME MUSIC CD’S FROM JAPAN!... 

Music «0fl!! 

From Y's 

Y’s Fans Will Love 
This One! \ 


Panzer Dragoon 2 

Take flight in the magical 
world of Panzer Dragoon! 


Street Fighter Zero 

A carbon copy of the 
amazing coin-op! 


The best DBZ fighter ever! SGI action/adventure, 
Final Fight style 


Landstalker fans rejoice! 
Dark Savior has arrived! 


Guardian Heroes Gun Bird Darius Gaiden Dragon Force 

Treasure s first Saturn game is The most explosive vertical Experience true shooting A Saturn RPG of infinite 

an action/fightingmasterpiece! shooter this year! power. Only available import, power! 


email: 

diehard761 ©aol.com 
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controller recori 
vour moves! 


Pertect for 
SF Zero 


Sequel to the most historic 
strategy game ever! 


Check out 
Famitsu’s latest 
from Japan 













And now...THE WINNERS ol The Killer Instinct Mix 'N Match 
Contest. Let me just say that the art we received lor this one 
was just amazing! And there was a lot of it! All of us here 
were truly overwhelmed. Thanks to all who entered and now 
— ■ — enjoy these 2 pages ol bliss! 


And it’s Vuck Krcmar Grkavac of Vancouver B.C., 
Canada, Age: 15 (15!) that takes all the loot; the TV, 
the SNES, Killer Instinct for the SNES, a years sub. tt 
GameFan, and G.F. T-shirt! Wheeew! Congrats, you 
earned it, you do awesome work. 


Nick Zuccarello 
Cattawissa, MO 
Age: 20 


Mike Vary, Phoenix, OR 
Age; 20 


Drew King 
St. Albans, WV 















1ST PLACE WINNERS 


Arturo Ramirez 
South Gate, CA 


Hal Forsstrom 
Peabody. MA 


2ND PLACE WINNERS 


Paul Beck Florissant, 
MD Age: 31 


Cochrane 
Belfast, N. 


























Hello and welcome lo yel another exciting 
Postmeisler. I know you're all upsel that I 
go! only 1 page Iasi month (you are upsel, 
right?), but that's no excuse lor the many 
desperate and, yes, pathetic technigues 
writers have been attempting lo gel their 
letters in. I call special attention to young 
“Daniel Palao , " or “Keith Axe, " or 'M. 
Gonzales, ” or whatever your name is. You 
poor, misguided youth. Did you really think 
that i wouldn i notice that all ol your tetters 
came Irom the same printer, addressed in 
the same handwriting, with the same pen? 
Like I wouldn 't find it suspicious that I got 4 
letters about the PC-FX, all trom different 
places in Anchorage? We 've gol the foren- 
sic evidence to put you away lor good, 
friend, so just back otf. Screwing with the 
Postmeisler is. alter all, a federal offense. 
It you want PC-FX news, go buy Zenki, it's 
a Final Fight-style lighting game, looks 
good, out now. There you go. Now get 
help before your growing interest in white 
collar crime becomes a life-consuming 
obsession! Now back lo the regular tolk: 

Dear Postmaster l that's MEISTER! -PM] 

First of all, please print more letters, this 
is a great source ot info and it seems to be 
getting smaller. And now for the Ultra 64 
questions, please answer them to the best 
ot your knowledge, and pleeeeeeease, I 
am begging you to print this letter so that 
my questions get answered, thanks. 

1. When will Cruis’n USA be released for 
the Ultra 64? 

2. In the September issue ol your maga- 
zine. you mentioned a game under devel- 
opment by Angel Studios and Shigeru 
Miyamoto titled Real Time Renegade. 

When will this come out and will it be bet- 
ter than Cruis'n USA? 

3. Will Kl 2 make it to the Arcades? How 
many megs is it? 

4. What RPG's are planned for the almighty 
Ultra? 

5. Will Golden Eye really be coming to the 
Ultra 64, and if so, when? 

6. Will SF 3 really be a one year exclusive? 

7. Is Ultimate MK3 really going to be an 
Ultra exclusive? 

8. Is the Ultra really more powerful than 
the M2? 

9. What about War Gods, will that be an 
no 


Ultra title, and when will you gel pictures 
of that? 

Thank you very much, I love your magazine 
and read if 4 limes a day. 

Mike Lauler 
Boca Raton. FL 

1. Cruis 'n USA should be a launch title 
here. 

2. Real Time Renegade (tentative title, I 
pray) has no connection to Miyamoto or 
Angel Studios. It s actually by Evans & 
Sutherland, the military contractor that 
Singletrac's stall came from. Singletrac. 
makers ol Twisted Metal and Warhawk, is 
now making games tor the Ultra and 
Saturn, by the way. Anyway, we don ’t know 
much about RTR... We saw it running on 
SGI hardware and it is ASTOUNDING, but 
where and when it’s coming home is not 
yet known. All we know lor sure is that 
they 're currently evaluating hardware for- 
mats tor it. 

3. Kl 2 will probably be in arcades when 
you get this issue. . . 64 megs tor Ultra. 

4. Outside of Zelda 64, Final Fantasy VII, 
and Dragon Quest VII, I don t know of any. 
Bui when you have those 3, who needs 
more? They 're all Bulky Drive, BTW. 

5. Really yes, look tor it later this year. 
There will probably be driving scenes in 
addition lo the Doom-ish scenes. 

6. We're not supposed to say, but... urn... 
Fes. Didn't hear it trom me, though. 

?. No. It isn't even planned lor Ultra. 

8. Only time will tell. 

9. Almost certainly. We should have had 
pictures by now. actually. 

Dear Postmeisler, 

in Volume 3, Issue 12. you said Arc the 
Lad and Beyond the Beyond would probably 
not come out on the U.S. PlayStation. I 
want to know why not? It would be stupid 
not to bring them out over here, because 
the people who make the games would be 
making lots of money from sales of the two 
games because U.S. gamers like RPG’s 
just as much as the people in Japan do. Is 
there someone we can write to. to beg 
them to bring those two games out over 
here? Please help! 

Dan Bahman 
San Diego, CA 


Evidently Sony couldn 't argue with your 
logic, 'cause, la da, they 're both coming 
out here. Look lor 'em first guarter 96. 
round March-ish. That ’s a kind ot tong 
wait, but in the meantime, might I sug- 
gest Kings Field It (just Kings Field 

i here), coming here from Ascii, probably 
January-ish? Review next month. 

Dear Postmeisler! 

Please help! All NINE of us are in the 
process of video game decision making. 
First of all, our ages range from 22 to 
26. Also we don't like Mario, Sonic, 
Rayman, or even Earthworm Jim\ To 
help us, our mutual interests are RPG’s, 
fighters, side-scrollers, action, and shoot- 
ers. All with great game play and some- 
what serious action and plot. Last, we col- 
lect Japanese anime. action/sci-fi movies 
and import games (Megadrive and 
Famicom). 

What systems (because some of us are 
going to buy two) would we qualify for? 

Will all systems have a converter for import 
games? Finally, I have some questions. 

Can we have an update on Turok, Final 
Fantasy, and Robotech for the Ultra-64? An 
update on Lunar, Lobo. Guardian Heroes, 
and Steamgear Mash on the Saturn? An 
update on Gundam, Falcata, Metal Jacket, 
Goemon, Gunner's Heaven, Bounty Arms, 
Z-XED, and Toh Shin Den 2? 

I am confident that you can lead all NINE 
of us to the right systems! 

Todd Raymond 
Kansas City, MO 

Hmm. Well, it s always a treat to get a 
letter from the Borg empire, or someone 
with multiple personality disorder, or what- 
ever you, uh, “nine " are. Personally, I 
don t buy this “nine ” stuff, t doubt you 
could find 9 human beings anywhere who 
dislike like Mario, Sonic, Rayman. and Jim 
(I mean, all four of them!?). Bui as I aim 
lo please. I’ll do the best I can. The 
Postmeisler can't endorse specific sys- 
tems, but I can tell you about the games 
and hardware and let you pick which sys- 
tems' games appeal to you most. The 
Saturn has a nice converter for Japanese 
games, but I 've yet to hear of a reliable 
PlayStation converter. No news on an Ultra 
converter yet, ot course. 

Turok: It ’s coming out, probably a launch 
title. 

Final Fantasy: December 96, or later, for 
the Bulky Drive. 

Robotech: No news on release, but I hear 
it will be action/adventure. 

Lunar: Proceeding smoothly, it's coming 
in spring, new graphics, new mini-guests, 
new music, new intermissions. 

Lobo: Not yet announced tor Saturn. . . 16- 
bit versions out within a month or two. tho. 
Guardian Heroes: IT'S COMING HERE! 

Yes! It plays like Yu Yu Hakusho. except 


with spells and level ups and slulf. 

Graphics are stunning. Great anime intro. 
Review next issue! 

Steamgear Mash: Atlus bought it tor 
American release, so look tor it 1st guarter. 

Gundam: Came out in Japan, and seemed 
pretty lame. NoU.S. release planned. 
Fatcata: Ugh. Looked pretty bad. Same 
as above. 

Metal Jacket: HIDEOUSLY bad. 

Goemon: Coming early next year in 
Japan, no US release planned. 

Gunner's Heaven: No US release 
announced yet. but with companies like 
Atlus quickly buying up and releasing all 
the cool unreteased Japanese game, it’s 
definitely a candidate tor a quick release. 
Bounty Arms: What happened? This was 
supposed to come out last March. 

Canceled, I suppose. 

ZXE-D: Bandai's mysterious plug-the-toys- 
into-the-PlayStation lighting game. No 
date in Japan. 

Toshinden 2: December 29th in Japan, 
probably not 'til mid-year here. 

Dear Postmeister, 

I’m writing to say that I "love” your maga- 
zine, and to ask you a few questions. 

#1 . 1 own a Saturn and I would like to know 
why Sega isn't bringing out all these sweet 
RPG's. Magic Knight Rayearth looks amaz- 
ing because of the drawn anime, Legend ot 
r/ror looks cool as well. 

#2. How is Fighting Vipers ? Do you know if 
they have started the Saturn version of it? 
Oh, and Desert Tank, I played that in the 
arcade, and it was wicked. Is it coming for 
the Saturn anytime soon? 

#3. Are these games coming out on Saturn 
in America? 
a. Virtual On 
h. Ayer 's Adventure 

c. Dragon Force 

d. Dark Savior 

e. Guardian Heroes 

f. Indy 5 00 

Thank you for your time. 

Paul & Dan Summerhill 
Stouffville, Ont. 

1. 1 don 7 know why Sega isn 7. but Working 
Designs is bringing out a ton ot 'em, 
including Rayearth. Sega might bring out 
Story ot Thor, since they brought out 
Beyond Oasis. 

2. Fighting Vipers plays and looks fantas- 
tic, it 's just that the characters are so. . 
so... SO LAME! Actually, it is currently in 
the works tor Saturn. I have no idea about 
Desert Tank. I mean, recently Sega ’s been 
announcing the Saturn versions of their 
games before the arcade games are even 
out. but we’ve heard nothing yet about 
Desert Tank. Still, I give it an 80% chance. 
3 a. Virtual On is in the works for Saturn in 


Japan, and will no doubt come out here. b. 
Ayer 's Adventure: no word on that yet. c. 
Dragon Force: no word yet. d. Dark Savior 
just got pushed back tor a white in Japan. I 
don 7 know about an American release, e. 
Guardian Heroes: coming our way March. 
How uncharacteristically prompt... I. Indy 
500 was announced in Japan, but oddly 
enough, not here. I 'm sure it 'll come out 
here. tho. especially it Sega Rally does 
well. 

Dear Postmeister: 

Is it just me. or does it seem that some- 
thing in the video game industry is becom- 
ing more and more scarce, sort of like the 
rainforest? I believe it's the extinction of 
the classic video game feeling, which is 
dying out in the post-fighting and 3-D game 
era. Didn’t you feel it when you saw the 
Mr. Do! remake lor Neo Geo? But things 
were line even a couple ol years ago. 

Could somebody please tell me what in the 
hell has happened to Wolfteam/Renovation 
Products? Gaiares and Whip Hush should 
be featured in “The Graveyard." Where 
are Falcom. Game Arts. Technosoft, 

Hudson Sott, and Compile? Ah, like I 
haven't been waiting more than EIGHT 
years lor a sequel to Golvellius: The Valley 
ol Doom. Even il these old companies 
never rise from their graves, I am starting 
to lose that feeling thal got me playing in 
the first place. Astal and Jumping Flash 
are good, but what I really want are SONIC 
and Streets of Rage back! All I want is lor 
things to be the way they were. Why does 
it have to be this way? Why don’t they 
make great games like Valis anymore? Or 
Y's? Or Herzog Zwei ? Or, hello. Monster 
World! 

Finally, a suggestion, or more like a 
thought. The parent company ol “Diehard" 
seems like it has the linancial ability to 
become a small software publisher in the 
likes of Working Designs and Vic Tokai and 
Atlus. And there are so many games out 
there that are passed on by Sega of 
America and now SONY - and these games 
are perfect (except for the fact that they do 
not fit into the "fighting'’ or "3-D” catego- 
ry), and we deserve them, badly. Just 
imagine, “Diehard Games.” Nice day- 
dream. 

Sincerely, 

John Dalem 
San Antonio, TX 

Ah, John, you and you alone know the 
only sure-fire way of getting a letter into 
the Postmeister. Ask about Golvellius 2. 
WHAT HAPPENED? Okay, twas so many 
years ago, but I remember it clearly, the 
hero, Golvellius, and Golvellius ' sister 
walking off into the sunset lor their next 
adventure. There 's no reason Compile 


can 7 make thal promised sequel. . . The 
only danger Compile is in is trom drowning 
in all the money their Puyo Puyo series 
pulls in in Japan, but what about 
Golvellius? What about their Aleste series, 
which included 3 of the best shooters ever. 
M.U.S.H.A. (The Postmeister shows oft: 
Metallic Uniframe Super-Hybrid Armor. Bet 
you didn't remember!), Spriggan. and 
Space Megalorce, and many others. What 
about Monster World? Did you know they 
made 3 ditterent Monster Worlds (in addi- 
tion to the 4 we got) that never made it 
here, tor the Master System. Megadrive 
( excellent game!) and PC Engine CD-ROM? 
Their last non-Puyo Puyo etfort was the 
brilliant looking Shadowrun tor the Mega- 
CD, but that was canceled only a week 
before its release. I'm sick ot Puyo Puyo, 
do something new! 

Most of the companies you mentioned are 
still around, though. Let’s see... 

Woltteam/Renovation/Lasersotl/Telenet Is 
very, very dead. I miss the Valis series 
loo. Falcom is making "renewal" versions 
ol all their classics tor Japanese PC 's, and 
Y s V (trom them, not Hudson, like IV was) 
wilt be out just before Christmas lor the 
Super Famicom. Game Arts is very busy, 
and are hard at work on Lunar tor Saturn, 
another RPG by the Lunar team (Lunar 3. 
mayhap) and a polygon robotech-ish kinda 
game. Technosott has a hit with 
Reverthion. but, hello, Thundertorce V, and 
I want it now. Hudson Soil is also very 
alive, and we can look forward to Super 
Famicom, Saturn, and PC-FX Tengai Makyo 
games in the next few months. 

And hey, as much as I miss the past, I just 
know that 5 years from now I'll be looking 
back and whining that, "ya know. Panzer 
Dragoon, Soul Edge, Virtua Fighter II. 
Jumping Flash, Skeleton Warriors, 

Resident Evil... they just don’t make games 
like thal anymore... " New video game 
eras don 7 come very often, so enjoy it. . . ( 

As lor your final comment, well, what can 
we say, cept that we 've been thinking the 
exact same thing... 

t o SBe o(5 I’ll ®un /o(5 /^el idem! 

The 

5137 Cfareton Dr. Suite 210 
Agoura Hills, Ca. 91301 
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unbeatable prices. Think of it! * 

Saving $10, $20 or more on 

each and every game you buy. 

There is only one call you 
need to make in this universe 
and that is * 

Universe tVideo ‘Games 
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